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GER0012 German Rohlingsoldat $10.99 


In this clamshell you get a large round plastic 
base (40mm) one body (torso and legs) and 
two of everything else with which you can use 
to put together the final figure. You will have 
leftover parts so you can use them to add 
some uniqueness to some of your other figure. 
Just the body, from the bottom of his feet to 
the neck, comes in at 31-32mm so he’s taller 
than most other models right from the get go. 
The head adds a bit more, but one of the heads 
looks like it would probably be ok on a regu- 
lar sized model. Both heads wear masks but 
one is a bit more pointy towards the top. 
There are two backpacks and while they 
would be a big bigger than usual on another 
model I think they’d be ok. Both have pock- 
ets and it’s really just a matter of which one 
you like better to put on him. You could also 
leave the backpack off and it would look ok 
because his back is not missing any details 
that the backpack would be hiding. For weap- 
ons you can choose either a machinegun or a 
rocket launcher. These both fit on the body at 
the right shoulder and have a peg/hole joint. 
The holes here were not deep enough so 
you’ ll either need to drill them out a bit or 
chop off a bit of the peg. The left arm joint 
did not suffer from this and they fit just fine. 
Cleaning was needed mostly on the weapons 
and left arms but after a bit of scraping on the 
mold lines they were ready to go. In addition to AE-WWII or other Weird 
War II games he could be used as a super-soldier in a modern or near-future 


rpg. 


AME015 American M9 Bazooka Team $10.99 


Here we get two figures, a loader and a firer that’s carrying a bazooka. The 


firer comes in five parts and his final pose is 
kneeling while taking aim with the bazooka. 
There are three heads in the pack so you do 
get a bit of variety. You see this in a lot of 
AE-WWII blisters and it’s a nice touch. The 
head goes on without any problems. The 
arms need to match up together at the weapon 
but thankfully the bazooka is not a separate 
piece. It’s part of the right arm and getting 
them to meet up right is not as bad as if there 
were three pieces. The loader is a bit more 
complicated of a build. He’s kneeling and 
there’s a right and left half of his legs and 
then once that’s together you have the upper 
half of his torso to put on it. Then his head, 
then arms, head and backpack. His backpack 
is pretty simple in appearance but it does have 
an entrenching tool attached to it. You get a 
left army carrying a rifle and a couple of 
choices for the right arm but the most likely 
for you to use is the one that’s holding a shell 
in a position as to load it into the back of the 
bazooka. There were very minor mold lines 
present on most of the parts but no flaws or miscasts. I’m going to get a lot of 
mileage out of these guys in AE-WWII and Secrets of the Third Reich. I like 
both games quite a bit and being able to use models in both just makes them all 
the more cost-efficient. 


AE-WWii 
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13509 Koralon Harpykons (2) £6.00 


In this blister you get two quite ugly looking winged monsters that are each 
about the size of a man. Each of the figures comes in multiple pieces and re- 


quires assembly. The first just needs a head glued into place and the other 
needs both wings to be attached. Obviously, their name is similar to that of a 
relatively common fantasy and mythological monster, the harpy. These are 
more bestial looking than some others that you might see and they are only 
really female in appearance in that their upper torso is bare and shows off some 
girlie-bits. If you’re offended by monster nudity then look away, but I’ve 
found that most manufacturers of these types of creatures are ok showing off a 
bit of skin and it’s pretty much in-line with the monster. I doubt you’d see one 
of these ugly creatures adjusting their chainmail bikini before swooping down 
to fight. The first is standing with her arms and wings outstretched like she 
might be landing or about to take off. The head fits onto a relatively flat por- 
tion at the next and is the only joint on the model. You might consider pinning 
it but I don’t really think it’s needed. Hr long tongue is sticking out to make 
her look a bit more menacing. The second is in more of a swooping pose with 
her tail being attached to the casting tab and her talons and 
tail out front a bit like she’s about to claw at some- 
one. Her tongue is also sticking out but not as far as the 
first. The wings glue on each side of the torso and fit into 
slots. The tabs that stick in the slots needed to be shaved 
down just a tiny bit for a perfect fit. Each had mold lines 
and bits of flash that needed to be cleaned and this took 
under a minute per figure. 


Now, while I don’t play a Koralon army in Metropolis or Urban 
War I do have a Dark Elf army in Warhammer Fantasy Battle 
that these would do perfectly fine in. Ill need to swap out the 


round bases for some 20mm square bases and clip off part of the casting tab but they 
should be fine. I also plan get some use out of them as monsters in my D&D 
game, but they would do perfectly fine in any fantasy game. 


13146 Viridian Urban Interdict £4.00 


In this pack we get a single miniature for use with the Viridian army in either 
Metropolis or Urban War. Lucky for me, that’s the army that I play but there 
are also other uses for him, or a group of them. He comes in five metal pieces 
and has a round 40mm base, which is larger than most other man-sized mod- 
els. It’s comparable to a Terminator base in 40K. He’s in heavy, sealed, 
power armor that has a few visible pistons and hoses. The head and both arms 
come on a Separate sprue and each part needed cleaning. There was a faint 
mold line running down the center of the helmet from front to back and each 
arm/gun has a bit of flash and minor mold lines. Each part fit onto the body 
just fine and you have a bit of rotation available with the arm posts but they’ll 
still rotate off of the shoulder joint. The head fit right into place between the 
shoulders, nestled in there with a collar of armor around it. The backpack fits 
onto a thick peg on his back. Cleaning took a little longer than assembling the 
model, but this was just a few minutes in total. 


I liked the look of the previous Urban Interdicts and these could be mixed with 
those pretty well as far as I’m concerned, but these do appear to be a bit bulk- 
ier. I could see them being used in 40K as assault marines, but you’d have to 
use smaller bases and their feet would hang off the sides a bit. I don’t think I’d 
use them as Terminators, though. For a sci-fi rpg they could make a good 
player-character model or a whole group of them could be a good security 
team. 
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| I ae ., ¥ down around the pommel of his sword as there’s 
: | metal that needs to be removed and you’re work- 

Set 8) |) Sa ing around a very thin part of the model. You 
ie could easily bend and weaken it if you don’t take 

280130-0193 9th Wulver Grenadiers 8,50€ care. This part also fit right into place. The 


sculptor could have done the right arm and sword 
in two pieces but I’m very glad they didn’t as it 
would have made assembly more fiddly. 


This guy has a lot of facial hair and the detail on 
it is very well done. His open jacket shows off a 
very ripped chest and abdomen that are very well 
defined, but still realistic. Well, realistic for 
someone that’s in as good of shape as he is. The 
pose has him firing his gun and drawing out a 
long sword at the same time so he’s really ready 
to get down to business. A good, well detailed 
model here. 


280434-0191 Hassassin Muyibs 13,00€ 


You get two figures in this blister, one male and 
| 2 one female. Each comes in multiple parts but the 
This guy comes in just three pieces with the bulk of each figure is made up of a single casting. 
body/head on its own and each arm being con- 4 
nected to the weapons that are held in the hands. The female is in a_ 
The body needed very minimal cleaning as there P0Se where she 
were just two tiny bits of flash found. One of looks like — she’s 
these was on the casting tab and the other was up Waiting for some- 
on his jacket. I found no mold lines at all andthe thing to happen and 
casting was very crisp and clean. The arms and 20t really in combat 
weapons needed a little more attention, though. ‘Tight this second. 
In his left arm he carries an assault rifle and thre There are only two| 
a few bits of flash and a bit of metal on his fore- ther pieces that go 
arm that needed to be clipped away and into the assembly of 
smoothed out where it was attached to the casting his model. Her 
tab. This piece glued into place at about the head and hair ae 
shoulder via a flat-to-flat joint that did not need ast as a single piece 
to be pinned. The casting tab for the right arm and her hair is long, 
and sword was still attached so this needed to be ‘Teally _lone. If 
clipped away. You’ll need to be very careful Stretc hed out | 


straight it would be 
6 > | 
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significantly longer than her whole body. It fits right into place on her neck. 
Her left hand and gun are cast together and attach to the rest of the model at 
about her elbow. Each part needed cleaning but it was mostly limited to bits of 
flash here and there. There were a few mold lines, but these were just on the 
gun. The helmet and hair had several bits that needed to be clipped off and 
smoothed out. Her hair can be carefully bent to be more straight or could be 
left flowing all about. She has several little pouches all over and a pistol hol- 
stered on the side of her backpack. I’m not exactly sure why but the helmet is 
what really sold me on the model. 


sprue of three heads to choose 
from . One has a fully en- 
closed helmet, one is a tighter 
fitting helmet with a glasses 
and the third is just his head. 
The next model comes with 
the same set of heads. 
Whichever head you pick fits 
right into place with no is- 
sues. The armor is big and 
bulky and have many details 


es Lal The male of the pair also comes in three pieces 
ranging from grenades on his 


and is in a firing pose with his left hand cra- 
— dling the rifle that’s held in his right. The gun belt, some battle damage on 
is cast with the right arm and I’m glad that it the shoulder plates, and tex- 
| was not a separate piece. You do need to line _ turing on the palm of his right hand. He does, curiously, have just three fingers 
jup the left arm properly to cradle the gun, anda thumb on each hand. There were a few bits of flash here and there and 
though, but it lines up fine with the gun because some minor mold lines on the inside of each leg. He’s in more of a “at the 
the left arm ends at the wrist and the left hand is ready” pose where he’s ready to tell his fellow squad members to advance but 
sculpted as part of the gun. It all lines up ok.  he’d look fine on the battlefield. 
He’s wearing the same gear as the female. 


50078 Blackstar Privateer w/Flamethrower 
These are probably my favorite models from the Sculpted by Todd Harris $9.99 
Haqqislam faction. I just really like the look of 
them. Even though I don’t plan on building an 
army of that faction they will find a lot of good 
use as player characters in a d20 Future cam- 
paign that I’m starting soon. 


The second guy comes in 
three pieces with his weapon 
attached to two hoses and a 
fuel tank. The weapon needs 
to be attached to the body at 
the right shoulder and left 
wrist and then the hoses need 
to be bent around to the back 
of the model where the tank 
glues onto his backpack. His 
armor does differ slightly 
from the first, but they are 
very similar to each other and 
I’d be ok having them to- 
gether in a unit. He does, 
however, have all five digits 
on each hand. The fuel tank 
My love of the Chronoscope line has only increased with these next two mod- has the word “modine” 
els. The first of these two guys comes as a two-piece model that has a small sculpted on it and I’m not sure why. Maybe it’s the name of the name of the 
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50077 Blackstar Privateer w/Chaingun 
Sculpted by Todd Harris $9.99 
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company that Blackstar purchases their fuel tanks from, but that’s just a guess. 


These two guys will make wonderful alternate Terminators for my slowly ex- 
panding Space Marine army for Warhammer 40K. I’ll need to get some larger 
bases to put them on since they come with standard 30mm round slotta-bases, 
but that’s not a big deal. My larger issue is waiting for some to come out that 
don’t have heavy weapons. One or two sculpts of these guys with not-so- 
heavy guns. You could use these two as the basis of conversions for regularly- 
armed troopers but I’d be happier if the good Mr. Harris would sculpt some 
more Blackstar Privateers for me to get my hands on. Using them in 40K is 
just one option. They’d be right at home in any sci-fi rpg or other tabletop 
game. I like them very much and am eagerly awaiting more. Of course, I’d 
also like to see more guys in the same armor as Reggie Van Zandt (50022) and 
Nick Stone (50014). 


50072 Uncle Sam $2.99 
Sculpted by Bobby Jackson 


Uncle Sam is a 
single-piece figure 
of the iconic per- 
sonification of 
America. He’s 
pointing forward 
just like in the pic- 
ture you’re proba- 
bly familiar with. 
His hart, coat and 
bow-tie are also 
just like in the pic- 
ture. I think that 
the chin whiskers 
on the model 
could have been a bit longer, though. There were several little bits of flash 
leftover from the casting process but all of these were easily clipped off. I 
found a mold line that ran down the front of his right leg and also across his 
hat. None were hard to get rid off but the one on his pants needs extra care 
since you could damage the folds in his trousers. 


It took me a little while to decide what I could use this figure for, but now that 
I have he’s become quite a useful figure for me. I just need to decide on one 
application over another. He could make a very good hero or villain in a su- 


per-hero rpg or tabletop game like Pulp City. I think he’d be cool either back 
in the 40’s-50’s or in modern day as a retro kind of character. I’m also think- 
ing of dropping him into a Weird War II game as some kind of hero or squad 
leader for my American troops. He doesn’t have a gun but I’d be ok with that. 
If I really wanted to I could clip off his right hand, the one pointing at you, and 
replace it with one carrying a pistol. A similar conversion would be to cut off 
his whole right arm and swap it for another. The stars on his hat have been 
sculpted for you so those of you, including me, that are less than super-skilled 
with freehand work can still get them done on the model. Yes, he has limited 
usability, but I happy with what I found for him to do. 


03423 Cerberus, Hound of Hell $9.99 
Sculpted by Julie Guthrie 


As you know, I’m in the proc- 
ess of building and painting a 
Warriors of Chaos army for 
my oldest son. In that army 
are multiple units of Chaos 
Hounds (the regular GW 
ones) but I’m always on the 
lookout for alternative models 
that will fill a role in whatever army I might be putting together. I think that 
I’ve found a good one here with Cerberus. This is a two-piece model where 
the leftmost head and front paw are cast together but as a part that’s separate 
from the rest of the model. It had a casting tab that needed to be removed, but 
then it went right into place with no putty or pins needed. The hound has a 
contrasting appearance where the front half is covered in fur, the middle is all 
skin and exposed bones and spines and then back to fur again for its tail. It’s 
back and tail have spines/spikes sticking out and this definitely isn’t the puppy 
you’d keep in your backyard. The only mold line that I found was on a few of 
the spikes on its tail. Otherwise the casting was very clean and the details are 
very good. These will fit on GW cavalry bases perfectly, but at ten bucks each 
they would end up being a spendy unit but one that would look very cool. They 
would also do just fine being used as a hell hound or other similar monster in 
D&D or another fantasy game. 


03357 Golgoth the Ancient, Skeletal Knight $19.99 
Sculpted by Kevin Williams 


Oh my, but this guy is cool! Just from seeing the picture alone I knew that 


he’d get dropped into my 
fledgling Vampire Counts 
army for Warhammer Fan- 
tasy Battles and I can also 
use him in D&D. A large 
blister pack holds eight 
pieces (you'll only use 
seven, though) and a 40mm 
square base. I’ll be replac- 
ing the base with a standard 
WEB cavalry base. Three 
pieces go into the rider’s 
construction. His lower 
half, includes his legs and 
the saddle he’s sitting in, 
while his upper half is eve- 
rything else except his right 
hand/weapon. The two 
large parts fit right together 
but there were several bits 
of flash and a few mold 
lines. The shield is really 
large and had a flat facing 
that can be used for a decal 
or a freehand symbol if 
you’re that skilled. I am 
not. He’s mostly plate ar- 
mor and should paint up easily. For his weapon you have a choice between a 
sword that’s covered in glyphs or a spear that looks like it’s either covered in 
fire or maybe smoke. I suppose you could paint it up all smokey and then use 
cotton stuffing on the base to make him all ethereal looking like he just solidi- 
fied after riding through a building or wall. 


The skeletal steed is covered in a mix of metal plate barding and a horse blan- 
ket and putting it together is going to require a little bit of care and patience to 
make sure that you don’t glue yourself to it. The rear legs and backside of the 
horse is a single piece as is the head. The front of the body and legs are two 
pieces with the right and left side needing to be glued together. Start with 
these and make sure they are secure before moving on. There is a good joint in 
the middle that should be plenty strong. The front part secures to the back with 
a large peg/socket joint, but the peg is almost the size of one of the horse’s legs 
so it should be pretty strong. The head fits right into place. Detailing is really 


good and you can see bits of the horse’s skeleton underneath the armor and 
with it rearing up there’s a lot of “underneath” that’s visible. 


I’m going to have to do a tiny bit of bending to the rear legs to get it to sit 
properly on a cavalry base and clip off the casting tab, but it should hold on 
securely with super-glue since I won’t be tossing it around the room. 


03417 Cobb Blackbadger, Dwarf Miner $5.49 
Scukpted by Jason Wiebe 


This dwarf wears a kirtle 
or smock over chain 
mail. He has good detail 
on the many items he 
carries, as well as his 
armor and face. He 
wears a backpack com- 
pete with bedroll, a few 
pouches, mining ham- 
mer, and a_ tankard 
strapped to his pack. He 
also has a miner’s hel- 
met. This one has been 
done with the mirror on 
the front, with a small flame pot or candle set in front of it to reflect light (this 
could be pretty easily modified to be a small LED or electric lamp if you are 
playing in a non-medieval setting). Cobb has a bristly but not long beard and 
wears heavy boots and gauntlets. 


The big feature on this mini is the shield. This looks like he removed an entire 
castle door to use as a shield. It is wooden with thick iron bands, and stands 
almost as tall as Cobb himself. There are numerous pock marks on the outside 
of the shield, and he is holding it very close as if he is under attack. His right 
hand holds aloft a long, thick sword, almost as if he is pointing the way. His 
right foot is also cocked as if he is stepping forward. The sword on this mini 
was slightly bent, and as thick as it is it took a bit of work to bend it back. 
There is a thick piece of metal joining the shield to the base of the mini that 
will need to be removed from both. Mold lines were very minimal except on 
the shield itself, and since that large chunk needs to be removed anyway it is 
not a big deal. 


There were some larger pieces of flash on the bottom of the base that came off 


gladiator style armor and 
| wielding a huge axe. The axe 
5 eee is held across his midsection, 
Ss right hand slightly higher than 
=== the left. His right shoulder has 
~Mea padding of fur under a 
| 
~S galerus, with a strap and 


aaa . . 
ss buckle running across his chest 
> 5 and under his left armpit then 


SS cuirasse belt with studded 
Gs metal plates that match the 
Ss huge studded arm guards he 
SS wears. His greaves are also 
Gam huge and covered with studs. 
Sees He wears rough sewn breeches 
eee with a metal plate held onto 
— 
Gee the right thigh with belted 
= straps. His boots under the 
uy = greaves are fur topped. 
= 
\ | Ss The face of this mini is very 
detailed, with large sloping 
Ges eyebrows and huge ears, but a 
Ss very strangely defined chin. 
see Uglunuk is bald, and with the 
See bare chest look he is sporting 
ie this mini begs for tribal tattoos. 
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easily and pretty cleanly. I was surprised at There is a lot of armor detail and some interesting details like the fur that make 
how stable the base was as it is very small. this an excellent barbarian hero. There were no visible mold lines but some 
The base has a very nondescript terrain that minor flash on the head, the axe, and the galerus. It did take some filing to get 
could be anything from mud to pockmarked him to sit in the plastic base. The axe, the right forearm, and the left hand have 
concrete. This is good dwarf mini, one that to be attached and getting them to line up was a bit tricky and took some work. 
could be suited to almost any kind of cam- This is a very large intimidating figure, and would work well for a barbarian or 
paign and almost any class of fighting gladiator character. 
dwarf. 

03413 Nalila Goldenhammer, Female Dwarf Paladin $3.49 
03412 Uglunuk, Half-Giant Hero $9.99 Sculpted by Tom Mason 
Sculpted by Kevin Williams 

This mini is a female Dwarf in full plate holding an axe in one hand and a 
This is a large male humanoid wearing _ shield in the other. It’s a very detailed figure from the braided hair to the toes / 
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claws on her boots. She is into this figure by the sculp- 
standing in a battle ready tor. The clothing shows move- 
pose with her axe to one side ment as though the wind is 
and her shield on the other blowing and billowing the 
leaving her front unob- robes and cape to the side. 
structed which will make The scroll is particularly great 
painting easy. The detailing the rolled portion tightly 
is very nice and consistent. clasped in his hand and the 
The axe head is stylized ea- unfurled portion curling 
gle head and detailed to around itself where it hits the 
match the shield. Around the ground. The face is great, it 
neck is some detailing that brings to mind Ron Pearlman 
looks like feathers. A seam with a mustache and pointy 
line under the arm holding the axe will take some careful buffing, but it’s a goatee. The one issue I have 


beautiful mini. is the seam line running all the way across the middle of the mini. It’s not so 

bad on the cape and could be sanded out easily and not that noticeable on the 
03418 Dalton Krieg, Adventuring Knight $6.99 sleeve. The line across the head mars the hair and it will take some work to 
Sculpted by Todd Harris remedy. 


This is an adventurer standing with a sword 
in one hand and a shield in the other. The 
hand with the sword and the hand with the 
shield are separate pieces. The first thing I 
noticed was more flash that on some other 
figs reviewed in this issue. The hand with 
the sword will need some work where it con- 
nects as it does not rest flush with arm. You 
can see a gap on the under side of the wrist 
where it connects to the arm so some putty is 
in order. The hand with the shield has the 
same problem. The figure had really great 
detailing, though. The pouches, backpack, 
dagger, belt, shield and armor have nice deep 
lines that will keep their detail when painted. it’s very artistic. The face and long hair are 
This could be a really nice mini if you are deeply detailed and very well done. Some 
willing to put in a little work to get the hands on correctly. large pieces of flash but still an excellent 
mini for an evil sorceress. 


14078 Nasithe, Darkspawn Hero $7.49 
Sculpted by Chaz Elliott 


Here we have a female clad in a chest piece, 
bikini bottom, helmet and boots. She has a 
sword in each hand and has gauntlets on 
each arm. One arm is separate and will re- 
quire a bit of work to get it attached so it fits 
nicely. The chest piece, for lack of better 
term for it, is made up of hands as is the hel- 
met and gauntlets. Hands do not entirely 
make up the boots but look as though they 
are emanating from the boots and grasp the 
heels and the knees. I like this very much, 


03421 Callus Darklore, Necromancer $6.99 
Sculpted by Bobby Jackson 14204 Acacia, Crusaders Sergeant $4.99 
Sculpted by Bobby Jackson 


This mini is a sorcerer in robes holding a humanoid skull in one hand and a 
partially unrolled scroll in the other. One can surmise that a lot of thought went This mini is a male carrying a long sword and shield with a long bow and 


11 


PUBLISHING 


Www.nongoosepublishing.com 


quiver of arrows on his back. The 
shield has a design of crossed 
swords with three leaves right 
where they cross. The detailing 
on this mini is very nice. The 
quiver on his back has a single 
leaf in the middle of it. The face 
of the mini, however, is rather 
nondescript. The mouth is a bit 
hard to make out on the one I re- 
ceived , but this could be isolated 
to this particular casting. The rest 
of the mini is well thought out 
and very well detailed right down 
to the straps and buckles for the 
quiver and the motif on the edge of the surcoat. One side of the mini has a 
seam line running all the way down it, it’s nothing a little bit of careful sanding 
can’t take care of, though. 


14505 Brood of Payanak, Reptus Cavalry $16.99 
Sculpted by Jason Wiebe 


This guy and his lizard (Well, the 
guy is technically a lizard, too.) 
come in a double-thick blister but 
the whole model consists of just 
four parts and a large square 
base. The rider, his saddle and a 
spear held in his right hand are 
all cast as one piece, the lizard is 
another piece and the rider’s tail 
and shield are both cast on a 
separate sprue. The mount had a 
visible mold line going around 
most of the model, but it was 
pretty faint. The rider had a cast- 
ing tab at his feet that needed to 
be cut off and all of his parts ei- 
ther had some small bits of flash 
or minor mold lines that needed 
to be cleaned. The shield/arm fit 
easily into place via a peg/socket 
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joint and the tail slipped right into place. Assembly was quick and easy. I’d 
like to have seen some posing options with the spear but if you’re careful, and 
moderately skilled, you can probably do it on your own. They will fit in with 
the rest of the Reptus army well in terms of appearance. 


My big decision here is whether to use it for a Reptus army, which I have a 
complete but unpainted one waiting for use, for Warlord or dropping him and 
several others into a Lizardman army for Warhammer Fantasy Battles. Dou- 
ble-dipping will be a tad difficult since the base sizes are different for this 
model in both games and right now I cannot think of an easy way to use a cav- 
alry base and a 40mm square base at the same time. 


14546 Ymriliz, Overlord Hero $4.99 
Sculpted by Todd Harris 


This is a re-sculpt of the model of the same 
name (14004, bottom right) from back in 
2002. Werner Klocke did the original one 
with Ymriliz in a pose that suggests he’s 
moving towards an enemy ahead of him. The 
new one looks almost identical except for the 
pose and a few details here and there. The 
crest on his helmet is a bit smaller and a few 
pieces of armor are a tiny bit different on the 
new version but there’s no doubting that it’s 
the same character. In the new pose he’s 
standing with his sword raised above his head 
and looking towards the skies, probably call- 
ing out to some foul patron. My sword was 
bent at the bottom o the hilt in the package 
and almost broke when I was straightening it 
out. It was- 
n’t a hard fix 
but bending 

, the sword 
there will weaken it so you either want to 
check the package before heading up to the 
counter to pay for it or be very careful if, and 
maybe I just got unlucky, you get one that’s 
bent. He came in a wide blister so there’s 
plenty of room in there for him. Maybe I just 
got one that was mishandled in packaging. 


Anyway, back to the model. He’s wearing a mix of plate and chain armor and 
has a dagger in a scabbard on his belt. Details are all very crisp and should not 
be hard to pick out when painting. This is a very, very well done model and is 
another one that will get dropped into the Warriors of Chaos army that I’m 
building. He’ll make a great exalted hero or champion to lead a unit of chaos 
warriors. 


14536 Varaug, Orc Warlord (Alternate Sculpt) $7.99 
Sculpted by Bobby Jackson 


This mini is an orc in 
armor holding a huge 
axe in both hands. 
This mini is in two 
pieces with one arm, 
the axe and the other 
hand being one piece. 
This will take some 
careful work to get 
attached as there is 
some flash _ right 
around where the 
pieces connect. The 
detailing on this mini 
is really great. The 
hair is really well de- 
fined, from the dread- 
locks on his head to the fur on his legs and feet. All pieces of armor have nice 
deep lines so as to paint up nicely without losing the detail. I especially like the 
face, which despite being partially covered by a face guard is still complete. 
There are a few pieces of flash, but all in all this is a superior mini. 


30011 Finari, Female Crusader $19.99 
Sculpted by Werner Klocke 


This figure wow’d me right out of the package. The detailing is really great. 
This 54mm scale armored female is standing with a sword in one hand and a 
shield in the other. The arms are separate and fit very well. All of her equip- 
ment and her base have an avis cross embossing them. The scabbard for the 
sword is also separate from the mini and should attach to her hip. Her long hair 
is whipping out behind her as though caught in the wind. The only thing that 
doesn’t seem to work here is the little piece of hair in the front that is supposed 


to appear as 
though it came 
out of it’s bind- 
ing and is 
caught in the 
wind. I don’t 
like this for a 
few reasons. 
First it’s sepa- 
rate from the 
mini, secondly 


it’s hard to 
make it fit in 
the grove 


where it’s sup- 
posed to go and 
finally, it’s not 
blowing in the 
right direction. 
The hair in the 
back going one 
direction and 
the little piece 
of hair is going in the opposite direction. Other than that, she’s a fine piece of 
work and will be a lot of fun to paint with all her pieces of armor, lacings and 
buckles. Now, I just need a 54mm scale fantasy game to use her in or maybe 
she’ Il find work as a giant in our D&D campaign. 


Reviews by Mark Theurer, Judy Henry and Stewart Morrison 
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HFZ208 Zombie Surfer 
Sculpted by Phillip Hynes £3.50 


This model comes in two pieces with the surfboard as a separate piece, but cast 
on the same tab as the rest of the model. The surfboard has a big shark bite at 
the rear end of the board. It has jagged teeth marks along the bite mark. The 


board has a very 
tiny bit of cleaning 
that’s needed and it 
was basically all 
ready in about 10 
seconds. The surfer 
looks like he’s been 
in the water for 
quite some time. It 
looks like most, if 
not all, of his skin 
has sloughed off 
after being  sub- 
merged for a long 
time. There’s a little bit of damage, other than all of his skin being gone, here 
and there, but when you see the size of the bite on the surfboard I’d expect to 
see some massive wound on the surfer. He’s wearing long surfer shorts and has 
a necklace that looks like it has a shark tooth on it. Details are quite good with 
the string ties on his shorts visible and a lot of his spine is showing. The zom- 
bie needed basically no cleaning at all except to trim the casting a bit to fit in a 
standard slotta-base. It’s a good figure, but he can’t really do double-duty in a 
fantasy setting seeing as he’s carrying a surfboard. 


HFZ208 
Zombie Surfer 


HFZ209 Zombie Mime £3.00 
Sculpted by Ari 


If you’ve ever heard anyone say that the only good mime is a dead mime, well, 
Hasslefree has done you one better with an undead mime. A zombie mime to 
be specific. This guy was 
not sculpted by Kev White, 
but by a kid named Ari. I 
say “kid” because Sally de- 
scribes him as a juvenile on 
the Hasslefree website. He’s 
staggering forward in a typi- 
cal zombie pose with his 
arms stretched outward as 
he’s shuffling towards fresh 
brains. If it wasn’t for the 
visible damage on the model 
(his chest and leg show 
gashes and his left leg is 
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turned at a really wrong angle for someone that’s still alive and his head is 
kind of smooshed) you could just say that this is a mime that’s impersonating a 
zombie. His tongue is even hanging out of his mouth a bit. There were visible 
mold lines around much of the perimeter but these were easy to clean up. I 
think we have a promising your sculptor here and look forward to seeing more 
of what he can do. 


HFZ210 Zombie Professor £3.50 
Sculpted by Warren Beattie 


This one-piece model 
is of a professor that’s 
become one of the 
living dead. His left 
hand looks a bit with- 
ered and his right one 
is wrapped in a ban- 
dage and it appears 
that he’s missing parts 
of several fingers. 
He’s also taken a shot 
to the top of his head 
and it looks like there’s some skull showing, but not any grey matter. You 
could use this guy as a non-zombied, but still damaged or wounded, enemy in 
a Call of Cthulhu or other modern-ish game. He’d make a very good wild- 
eyed, crazy old guy. His clothing is pretty disheveled and has been torn up in 
places. There are some nice details like his tie, the bandages on his hand and 
the shoelaces on one shoe being untied. I found one faint mold line but he was 
ready to prime in no time at all. 


HFA050 Cobra £4.50 
Sculpted by Kev White 


“Snake Pliskin, I thought you were dead.” “Yeah, I get that a lot.” Ok, so this 
isn’t Snake from Escape from New York (don’t bother with the crappy Escape 
from LA) but he’s darn close. Close enough for me and you to use him with a 
wink and a nod, but not so close as to get Kev into IP trouble. He comes in 
three pieces with the right arm and silenced uzi being sculpted together and his 
left arm as a separate piece. You know I’m not a big fan of two-piece arm/gun 
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assemblies, but I’m even less of a fan of three-piece arm/gun assemblies so at 
least Kev did me that favor. The arms go onto the body up at the shoulder and 
it’s not hard to get them to line up right, but you’ll need to clean up the mold 
lines on all the parts before you start putting them together. Cobra carries three 
extra clips of ammo for the uzi, a pistol in a holster and a few other small 
pouches on his belt. The finished model has him standing in a firing pose with 
the uzi close to his good eye for aiming. The hair and eye patch are quite remi- 
niscent of the original subject matter. He’d find good work in a modern, near 
future, cyberpunk or zombie apocalypse settings. 


HFA051 Zombie-Hunter Kev £4.50 
Sculpted by Kev White 


Well, when you sculpt the miniatures and your sculpting one of your self you 
can be whatever you want. Kev White has sculpted himself up to be a zombie- 
hunter and you have three ways to arm him. He can be carrying a katana, a fire 
axe or a pistol. Each weapon comes sculpted with his right arm with both 
hands sculpted around the weapon. The left hand meets up at the wrist of the 
left arm nicely so there really are no issues with the assembly. He’s wearing a 
hoodie along with cargo pants and heavy boots. As is typical for the quality of 
details that you get from Kev the laces on the boots are visible and you can 
even make out the zipper tab on his hoodie and a faint texture on around the 
waist of the hoodie can also be seen. There’s not so much detail that an ama- 
teur painter would just throw up their hands in defeat, but it’s so clear and well 
done that it can be picked out when anyone is painting it. The sword and axe 
were both bent a bit (all three weapon options are cast on a single sprue) and 
they needed to be carefully put back straight. Mold lines were faint, but visi- 
ble, in several places. This is an excellent model that can immediately be 
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dropped into a game of All-Things-Zombie or a modern Call of Cthulhu game. 


HFA049 McKenzie £3.50 
Sculpted by Kev White 


I really like the look of 
Kev’s Grymn_ (space 
dwarves) and have long 
hoped that he’d start a 
line of human-sized 
models that have the 
same style of army. My 
wish has been partially 
granted with this model 
and the next three. 


Billed as more of a mod- 
erm or near-future warrior © 
I think that she would be just fine as an Imperial Guard in 40K or CSO in Re- 
zolution. McKenzie comes as a single piece that needs no assembly and I only 
found one very faint mold line going across the top of her helmet. She’s outfit- 
ted with plenty of gear including several pouches and extra ammo clips. The 
holster on her leg is empty since she’s holding that gun, but she has a backup. 
There’s a smaller pistol in a holster on her left side. 


MCKENZIE. MODERN/POST-APOC FEMALE. JANUARY 2009. 
WEARING BODY ARMOUR, RELOADING 9MM BROWNING AUTOMATIC. 
HAS REVOLVER STRAPPED TO LEFT SIDE WITH SPEEDLOADERS FOR 

THE REVOLVER, SPARE MAGS FOR THE 9MM. KNIFE IN SCABBARD ON CHEST. 


Extra details include the usual belt buckles and shoelaces that Kev always does 
but she also has her hair tied into two pigtails and she’s also wearing 80’s hair- 
metal fingerless gloves. Great figure all around. 


HFA053 KJ £4.00 
Sculpted by Kev White 


The males get some representation with KJ. He’s advancing forward with his 
pulse rifle in a firing pose. The gun and hands are cast together as a separate 
piece. They are cast on the same tab as the rest of the figure and cutting it off 
of the tab and cleaning it up was the most work 
needed on the whole model, and that was not a lot. It 
only fits into place one way so either you cannot 
screw it up or you screw it up so bad that you must 
have been drunk when putting it together. He’s more 
heavily armored than McKenzie and his helmet is 
slightly different than the one that she is wearing but |} 
I’d be very ok putting them in a unit together. He ® 
also carries a backup weapon, a holstered pistol, and | 
has lots of ammo pouches. 


HFA054 McKenzie (b) £4.50 
Sculpted by Kev White 


This is an alternate sculpt of McKenzie, but, for what 
it’s worth, it’s different enough to be it’s own named 
model. The helmet is different, the pose is different 
and you get two rifles to choose from. The armor and 
rest of her gear is basically the same, though. 


I am very glad that you get the option of either the 
pulse rifle or the assault rifle since I like the pulse 
rifle better and will pick that one just about every 


time. Maybe it’s just my fondness for the guns that the Colonial Marines were 
carrying around in Aliens. This is another model where you really cannot 
mess up the assembly process. You don’t have to hold and line up multiple 
pieces at the same time. With this figure and KJ Kev has really made assem- 
bly easy. She easily stands alongside KJ in a unit. For me, that unit will be 
lead by McKenzie (the regular one) and will probably have 1-2 KJ’s and 
McKenzie (b) making up troopers. 


HFSF001 Debra £3.50 
Sculpted by Kev White 


We close out our look at the humans with Debra. She’s a single-piece model 
that’s also carrying a pulse rifle and has a helmet like KJ and McKenzie (b). 
Her armor is a bit different from theirs in that it looks more rigid like sloped 
plates. It’s not a big enough change where I’d say she would look out of place 
next to them on a game table. I think it would be just fine. She did have a few 
very faint mold lines in a few spots but nothing that couldn’t be cleaned up in a 
few seconds. Her pose is more relaxed than the others, but when mixed in 


with a whole squad she’II be fine. 


HFA054 
McKenzie (b) 


Pack supplied with 
one body and two 
weapon/arm 
variants ... a G36c 
SMG and a 
KWS 1a pulse rifle 
to make up choice 

of figures 
as shown. 


What Kev needs to do next, as if he needs to listen to 
me, is to get some more human males in the same 
style along with a heavy weapon trooper or two with 
various weapon options. Of course, that’s just my 
opinion. 


SS. HFDO018 Grimdalf (b) £3.75 
ij Sculpted by Kev White 


This is an alternate sculpt of a previously released 
dwarf wizard that’s obviously somewhat based on 
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Gandalf from Lord of the Rings. The former sculpt’s main feature, to me any- 
way, is a large pointy hat and this one is missing that but he carries a short 
sword and a staff. His staff is held in the air as if he’s casting a spell and it’s a 
very good pose for either a player character or a wizard in a tabletop battle 
army. I don’t think that he’d fit in perfectly with a WFB Dwarf army but I’d 
be ok dropping him into an Empire army. The detailing on the beard is ex- 
tremely crisp and clean and the face is wonderful. I found no mold lines and 
he needed no cleaning at all. 


Reviews by Mark Theurer 


ACTT004 Goblinoid TotemPole $15.00 
Sculpted by Shawn Lux 


The Goblinoid Totem Pole is a five-part model that stands about 5" high when 
assembled. The model consists of three resin parts, the "heads" of the totem 
pole, and two metal arms. The model is packaged in a plastic zip bag with a 
general cardboard label stapled to the top (so that the bag can hang on a peg- 
board rack. The casting of the pieces is up to the high quality I have come to 
expect from Armorcast. I have been building their models for over 10 years 
now (I started back when they made Titans for Warhammer 40,000). 
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Their experience shows in this terrain piece. 
The detail on the resin pieces is very good 
and there are no voids or bubbles on two of 
the pieces. The base piece has some voids 
on the sides and back. The texture of the 
resin pieces is that of carved wood. This 
texture is visible in the voids on the base 
piece so it can be painted to resemble dam- 
age to the sculpture. The two metal pieces, 
arms for one of the totem "heads", have the 
same texture. The metal work is good an 
there is little flash on either piece. 


The model is made to be assembled with the 
biggest head on bottom, the larger head 
standing atop of that, and the smallest head 
on top of the second piece. The two metal 
arms attach to the torso of the second piece. 
There are no instructions with the piece, and 
you must visit the Armorcast website to see 
a picture of the completed model. 


The smallest resin piece is sculpted such 

that his "feet" hand down on the head of the larger piece. With some minor 
work, you can have all three pieces stand alone as green skin moai. If you do 
assemble the pieces into a single totem pole, I would recommend using epoxy 
rather than super glue as epoxy tends to bond better with resin. There is 
enough workable surface so you should not have to pin the resin pieces to- 
gether. For the metal-to-resin bonds, I would use super glue. If you've not 
worked with resin before, please read the back of the cardboard attached to the 
bag. The resin pieces should be washed to remove the releasing agent and, if 
you need to sand the pieces, use a dust mask. 


As for painting, a light primer coat should be used to not obscure the detail. I 
would recommend a palette of earth-browns (with a base of burnt umber) to 
give it a wood carving feel. Extensive dry brushing and inks will make this 
model really stand out. This is a very good piece of terrain to go with a green 
skin army; it would make an excellent objective for a "capture the flag" type 
scenario. 


Review by Michael Tisdel 


Traveller: Hammer’s Slammers $39.95 
Published by Mongoose Publishing 


= Hammer's Slammers is an expansion to the Traveller 

=) RPG system; ownership of the Traveller Core Rule 
1) Book is required for play. Hammer's Slammers is a 
206-page full-color hard back campaign supplement 
for Traveller that bring the world of David Drake's 
s mercenary armored company to Traveller players. 


The supplement consists of 13 chapters as well as a 
foreword by David Drake and an index. The first 
three chapters (Introduction, The Universe, and The Mercenary Business) pro- 
vide the background for Hammer's Slammers setting. The next four chapters 
(Character Creation, History of the Slammers, Character Roster, and Equip- 
ment) provide character creation information. The next three chapters (Super 
Tanks and Other Vehicles, Table of Organization, and Vehicle Combat) pro- 
vide the information on the armored fighting vehicles (AFV) central to the set- 
ting. The final three chapters (Conflict, The Kanturk War, and Home Before 
the Hammer Falls) provide information for the referee. 


The background chapters, along with the Foreword, provide a good introduc- 
tion to the Hammer's Slammers setting for those who have not read the books. 
I imagine, however, that a sizable majority of those who purchase this book are 
familiar with the setting. For them, this section is a good refresher course on 
David Drake's world. 


From a game play standpoint, probably the most important part of this section 
is the chapter on the mercenary business. This section provides context for run- 
ning a mercenary game covering types of contracts, rest and relaxation (R&R), 
and after the war. 


The next section, and by far the largest, deals with creating characters for the 
setting. The section follows the standard Traveller character methodology and 
includes Tanker, Combat Car, Slammers Infantry, Firebase, Technician, Sup- 
port, Special Operations, and Command as career options. The advancement 
tables also include special events based on the published Hammer's Slammers 
novels. This is a nice touch as it allows the characters to be a part of "history". 
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Included in the character creation section is an extensive historical summary of 
Hammer's regiment. It provides descriptions, maps, and vignettes for many 
battles and engagements. This is an extensive player (and referee) background. 


The Character Roster chapter includes fourteen NPC's associated with the 
Regiment - yes, Colonel Alois Hammer is included. 


The Equipment section includes the Tech Level 11/12 gear for the Mercenary 
unit. The list includes personal equipment unique to the setting - mainly guns 
and armor - but also has a few general items like subliminal technology, com- 
munications, and medical technology. 


The next section is the reason we're here, right fellow Treadheads? 

Yes, is the AFV's that are so much a part of the Hammer's Slammers setting. 
We all know that characters drive the story, but for the true Treadhead, it's the 
tanks and armored cars that we secretly enjoy. 

Now, since most of the AFV's in Hammer's Slammers are all Ground Effect 
Vehicles (GEV), we shouldn't call ourselves Treadheads - but then GEVHead 
sounds like the slang name for some future drug addict. 


Anyway, back to the review. This section not only provides an introduction to 
the GEV's, it also gives us all the lovely stat blocks. We get to know exactly 
how the AFV fights in the Traveller parlance. And, yes, they are massive. The 
section includes M1A1, M2A1, and M2A4 GEV AFYV along with the Thyssen 
Colonial and Gladius light tanks, the Black Skorpion and the Sabre heavy tank. 
The other vehicles include two combat cars, a one-man skimmer, and mobile 
and stationary artillery. Okay, we can stop drooling now. 


The next chapter is the Table of Organization which gives the breakdown and 
assignment for the Slammers units - including example camo paint jobs for 
those that use miniatures with their Traveller games (dang, drooling again). 
The vehicle section concludes with a vehicle combat chapter. This chapter 
builds upon the basic Traveller rules and adds in what is required for armored 
combat. Combat actions, combat modifiers, and expanded damage rules make 
up the bulk of this chapter. What impressed me is how relatively small this 
section is - not a lot of tweaking was required to get a AFV combat system out 
of the basic Traveller combat rules. 


The final section is for the referee and the first chapter, Conflict, provides the 


information to get the whole thing moving. World generation and types of con- 
flicts are discussed as is resolving the war. Since Traveller is focused on indi- 
viduals, its up to the referee to decide the overall outcome of the fighting. 


The section also includes mission scenarios which outlines plots and includes 
eleven scenario summaries (like embedded reporters!). There is also a section 
on how to run a Slammer's game. The last two chapters are full adventures to 
help get things off the ground. All in all, this is a very well done book. The 
production values are very high and the extensions to the Traveller Core rules 
are simple yet powerful. If your not a fan of David Drake's works, this supple- 
ment will still provide a very good military SF setting for your Traveller 
games. For those who've read and loved the books, you've probably already 
gotten your copy. Personally, I am looking forward to playing using this sup- 
plement. If you were so inclined you could probably retrofit it to the Traveller 
T20 setting, too. 


Review by Michael Tisdel 


Traveller Supplement 4: 
Central Supply Catalog $39.95 
Published by Mongoose Publishing 


This next supplement in the new Traveller line from 
Mongoose is a 192-page hardcover book with black 
& white interior artwork. 


Supplement 4: Central 
Supply Catalogue 


We start off with a discussion about tech levels and 
buying restricted or prohibited items along with some 
more new rules like artillery combat, jamming com- 
munications and stun weapons. Stuff that's useful for 
everyone. The meat of the book is in the bunches and bunches of stuff that 
you can buy, or at least try to buy, to equip your characters. The first section 
of the actual catalog, Personal & Light Support Weapons, is also the largest. It 
contains everything from a club (yes, like the kind that you'd bonk someone 
over the head with) to a Duck's Foot Pistol (from an old piratey planet) to a 
Fusion Rifle. Pretty much anythinhg that you can carry in your hands you'll 
find in here. To me, Traveller really plays up the possible differences in tech 
levels of the planets/systems that you might visit and the stuff in here will al- 
low you to either blend in with the locals or just pick up stuff that you think is 
cool that will flesh out your character. The section is further broken down by 
types of weapons like Swords & Blades or Gauss Weapons or whatever. In 
addition to about a paragraph devoted to a description of each entry there's also 
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a table that lists the tech level, any skills required to use the weapon, the dam- 
age it does, etc... 


Support & Artillery weapons are next and there's a bit over twenty pages de- 
voted to them. This includes stuff like grenades and missile, and their launch- 
ers, which players can definitely find a use for. Launching missles and tossing 
grenades while trying to escape from a space port seems perfectly reasonable 
to me. There's also stuff that I think you're less likely to use unless you find 
yourself in the middle of a major assault on a fortress. I'm talking about stuff 
like howitzers and cannons ranging from those that you might see today to 
meson accelerators. Big-badda-boom! 


The Personal Protection section will get you kitted out with whatever you need 
to keep your character from getting dead. This could be a simple steel helmet 
to a mailed gauntlet all the way up to Psi-Enchanced Combat Armour. Armor 
for any occasion, along with how much protection it will provide, is what 
you'll find here. The last three sections, all fairly short, cover Survival and 
Field Equipment, Electronic and Medical Equipment and finally Subsistence 
and Living Expenses. All with archaic and futuristic bits of gear. 


The artwork is mostly clean line art for the weapons, but there are also 
sketches once we get into the equipment section. The best artwork is found in 
mock advertisements which look like they have good computer generated 
graphics. All of it is fine for giving a good visual description of each 
item. We end with an excellent index to help you find anything quickly. This 
is the kind of book that isn't really just for a GM and not only of use to play- 
ers. Either could benefit from it, but you're likely to need just one in your 
Traveller group unless you're opposed to passing it around from player to 


player. 
Moh 
p) 
Twilight, not having anything to do with some 
pouting teenage vampires, is a new fantasy minia- 
ture game that is written, artwork drawn and miniatures sculpted all by Mike 
Thorpe. The game is a significant departure in look from what you’d call 
“traditional” fantasy with dwarves, elves and men. The two races presented in 
the rulebook are the Fubarnii (small, bipedal, reptilian humanoids) and the 
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Twilight (small starter set) £60.00 
Written by Mike Thorpe 
Distributed by Hasslefree Miniatures 


You’ve Leveled Up Your,Characters... 


02701: Thor pete ea neti 02999: Kendra 


03025: Pharess 
02909: Nienne 03099: Quimby 


Now Level Up Your Miniatures! 


NRG 


IL ULM 


are Pre-painted non-random 
plastic figures! 


* Dark Heaven Legends, Warlord 
and Chronoscope Models are 
hand cast in high-quality pewter 
and come unassembled 
and unpainted! 


* Sculpted by the best names 


* Over 2000 models to in the industry! 


choose from! 

*Find the figure you need on 

* Monthly new releases to our Figure Finder! 

satisfy your campaign needs! www.reapermini.com/figurefinder 
* Can be melted down into Bullets in case of Zombie Uprising! 


Devanu (larger, less humanoid, reptiles). 

In this set you get the rulebook, 2 dice, 24 combat stones 
(more on those later), 14 glass beads and a bag to carry 
them in (more on them later, too) and 14 miniatures (10 
Fubarnii and 4 Devanu). 


The Miniatures 


A look at the miniatures includes the combat stones since 
they are cast on metal tabs just like the rest of the minis. 
There are 4 per sprue and you’ll need to cut these off and 
trim off any excess from the casting process. All of them 
were clean so the only cleaning that I had to do was from 
where I separated them from the sprue. Each has a blank 
side and a side with one of two symbols. You do not need 
to paint these but I would advise that you at least ink them 
to get the symbols to stand out more. These will be used 
when fighting battles so they can be set aside for now. 


For the Devanu you get 3 Grishak hunting beasts (they are 
the green monsters in the picture to the right) and one 
Devanu warrior (the large, yellow guy towards the middle 
of the picture). The Grishaks come in two pieces and you 
just need to glue one leg into place. The only cleaning was 
a faint mold line. Their scaly skin was well done and I 
could find uses for them in D&D if I wanted. The Devanu 
watrior is also put together with just one leg needing to be 
attached to the body. 


With the Fubarnii we have 5 Militia, 1 Militia Captain, 1 Engineer and 3 
Knights. The Militia, and the Captain, all have heavy carapace shells and are 
somewhat turtle-like. They all come with spears that attach easily enough but 
they were all bent upon arrival. The spears are quite thin so you’ll need to be 
carefully when storing the figures so you don’t end up bending or breaking 
them. The Engineer needs to have a cannon-like weapon glued into place, but 
it was easy to assemble. The Knights come with most of the rider molded 
along with the mount. You need to attach the mount’s head, a shield for the 
rider and his spear. These spears were also bent in the package. Overall, as- 
sembly was pretty quick and easy, even with the slight problem with the 
spears. 
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The Rules 


The rulebook is a 24-page, digest-sized, softcover book and it gives you a ba- 
sic background of the world along with the rules of the game. A first thing to 
know is that the battles are scenario driven, for now. There is an 
“experimental” set of point values in the book, but you’ll either be using that, 
the three scenarios that are presented, or playing with whatever models you 
have for the time being. 


The whole turn sequence and combat mechanism takes a little while to get 
used to but after you run through it once or twice it starts to come together. 
First you’re going to designate the black glass stones to one player and the 
white to the other. Those, and the two orange ones, go in the bag and these 
will be drawn out to determine activation order. Drawing out one of your 


stones will generally allow you to move one of your models, but there are spe- 
cial rules that will allow you to activate more than one model or attack during 
this initial, drawn from the bag, activation. Some models with these special 
abilities are like the Knight Captain, who can activate up to 8 friendly units 
when he is activated and the Grishak, which can immediately fight a combat 
after being activated. Normally, you have to wait for an orange stone to come 
out before combat is resolved. So, when the first orange stone comes out you 
fight a combat and this is where the combat stones come in. Each model has a 
combat rating that determines how many stones it gets. Adjacent models may 
also be able to offer support, in the form of extra stones. You then pick if 
you’ll be using offensive or defensive stones. Each has a blank side and a side 
with a symbol. If, when you roll them, the come up blank then they don’t do 
you any good. If an offensive one comes up with the symbol them it causes a 
hit. If the defensive one comes up with a symbol then it blocks a hit. Any hits 
that get through require a successful saving throw or the model is removed. 
The saves are on a d6 and are generally a 5+ with a few exceptions. Some 
models have a Stamina rating that allows them to use other special abilities 
while in combat. An example of a model with such an ability would be the 
Knight Captain. He can normally re-roll up to two failed combat stones when 
in combat, but if he spends a point of stamina (he has two and recovers one 
each turn but cannot go over his starting value) he can re-roll any or all of his 
stones. The second orange stone coming out triggers another round of combat 
but also ends the current turn. The used stones are put back into the bag and 
we start drawing them again. The player who’s stone was drawn last has the 
initiative in a combat, when an orange stone is drawn, and this allows them to 
pick one of their models to attack an opposing model and gives them other ad- 
vantages. Now, since you’re drawing stones out of the bag to determine when, 
and if, you get to activate your models there’s a pretty big element of chance 
here. Of course, the more of one color that gets drawn out the greater likeli- 
hood that the other color will come up. But, it’s also possible that you could 
get both orange stones one right after the other and the player that had the ini- 
tiative on the first round would still have it and would probably kick the stuff- 
ing out of the other player’s models. I can see games moving along very 
quickly, but with so few models on each side (generally in the 4-8 range) you 
can play multiple games in a short while. 


If you’d like a look at the rules you can find them at the Twilight website lo- 
cated at www.worldoftwilight.com and try them out with some other figs you 
have lying around. The system is suited to a skirmish-sized game and I think 
that it is open enough to be added on to by new troops, equipment and special 
abilities. One thing that’s Twilight’s main difference from other fantasy games 
are that none of the races are made up of standard fantasy staples. You’ll not 
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PAPER MAKE IT! 


see any elves or dwarves (a conscious decision of the author) but other things 
like goblins, undead and the like are absent. I’m not saying this is a bad thing, 
but it does take some getting used to. One thing that I really like is that Has- 
slefree has seen fit to give an upstart like Mike Thorpe a chance to create and 
sell his game that he’s obviously put a lot of time and effort into. Kudos to 
Mike for sticking it out and bringing something to market and the same to Kev 
and Sally at Hasslefree for giving him a chance to sell it. 


Review by Mark Theurer 


Mini Nuclear Plant $4.00 
Published by Paper Make It! 


This power generator comes as a pdf file that you’ll need to print out on card- 
stock and build yourself. In addition to a colored version there’s also a blank 
one that you can decorate any way you like. At first glance it looks like a rec- 
tangle, with cylindrical silo, power station, but you can construct it to allow 
guys to mill around the outside and also go inside if you just build fewer of the 
inside parts. There are seven pages of parts and there are a lot of straight cuts, 
except where the red/yellow tubes are on the right side. There are a lot of very 
small “teeth” kind of cuts there and these can be kind of fiddly to deal with. 


The main structure can also be built fully closed if you want to quickly put it 
together without leaving room for guys to hide inside. Each one of the six tur- 
bines on top are separate boxes that need to be built. I think that it would have 
been helpful to have them all as one box, 
but this does give you the ability to use 
them individually as parts of other models. 


This model will find a home in my Rezolu- 
tion games but it would also be right at 
home on a Necromunda or Warhammer 
AOK table. It takes up enough space to give 
a small number of figures a nice bit of cover 
but it’s not so big that it can’t fit almost 
anywhere. 
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e Last issue I wrote about how I 
was building Warhammer Fan- 
tasy Battles armies for myself 
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and my oldest son. [I’ve been 
The Game of Fantasy Battles able to accumulate figure for 


both armies so now it’s time to get some paint on them. I’ll be starting with the Warri- 
ors of Chaos army that my son will be using. We’re starting with 1500-point armies 
and this article will focus on Chaos Marauders. If you’ve seen my painting workshop 
articles in the past you know that most often I shoot for a tabletop-quality paintjob so I 
can get figures on the table soon. I have become fond of “the dip” method because it’s 
fast and leaves me with figures that I’m very happy to play with. They won’t win any 
awards for painting excellence but they are far and away better than bare metal or plas- 
tic or figures that have just been primed. With that said it’s time to get painting. 


Before I can actually start 
painting I need to get the fig- 
ures assembled. I have sixteen 
Chaos Marauders that come on 
several sprues. After clipping 
off all of the pieces I have a 
large pile of bits. 


From there I had to get them put together. For plastics, 
I’m a big fan of liquid plastic cement instead of super- 
glue. Once I have the figures together I’ll brush more 
cement around the various joints to solidify them a bit 
more and then we’re ready to go. Over the years I’ve 
really gone away from using black primer for any- 
thing, even things that where I’ll end up using very 
dark colors. Also, since I’ll be dipping them, which 
will have a darkening effect on all of the base colors 
that I'll be starting with [’ll stick with a white primer 
for the Chaos Marauders. I’ve used a cheap, flat white 
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spray paint that I can pick up 
for under $2.00 for years 
now and the only problem 
that I’ve ever had with it is if 
I use it when it’s too humid 
or hot outside. Unfortu- 
nately, living in Texas it’s 
easy to find a day that fits 
either of those conditions so 
when it comes time to prime 


figures I find myself check- | 


ing www.weather.com a 
lotto make sure that I don’t 
end up screwing up a whole 
batch of figures. Getting a 
bad prime job on metal fig- 
ures is very irritating, but 
they can be salvaged by a 
bath in Simple Green. I’ve 
read online that brace (the 
ones that go on your teeth) 


iil 


cleaner also works miracles but I’ve not tried it yet. A 
bad prime job on plastic figures can be far worse that just 
annoying. It can be downright maddening because I’ve 
had to throw away figures before. It can turn out to be a 
waste of time and money in that case and these hobbies 
cost enough as it is. I’ve had modest, very modest, suc- 
cess in stripping plastic figures but I’d rather not have to 
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ABG WL001 WARLANDS Battle Box 
No one can seem to remember exactly how it 
started or indeed how it ended. But it did... 

Now decades after the last war, mankind fights for 
survival on the battlefields of a post-apocalyptic 
earth. Warlands pits the last human survivors 
against each other and the unnatural horrors that 
breed in the wastelands and dead cities. Strap 
yourself in for high-octane action - from small- 
scale skirmishes to large battles, the Warlands 
sing with the screams of the dying and the roar of 
machines... 


ABERY ANT 


\.www.aberrantgames.com 
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Full Throttle Vehicular Combat! 
Warlands is a turbo-charged miniatures game of 
cinematic combat set in the ruins of a post-apoca- 
lyptic earth. Where the last remnants of Man battle 
for supremacy and resources against mutants, 
the dead and each other! Where warriors of the 
wastelands want but one thing, the black gold, the 
guzzoline! ; 


This battle box contains everything you need to 
begin your fight for dominion over the Warlands: 
+ x Weasel Scout Buggy with Spud Autogun and crew 


» 1 x Weasel Scout Buggy with Rocket Launcher and crew 


1 x Utility Truck 
Rulebook and Dice 


deal with it at all. 


Ok, so now we’re all primed, literally, and ready to go. I’m trying to use enough col- 
ors to have the unit be visually appealing on the tabletop, but also one that can be eas- 
ily duplicated when I add additional units of marauders to the army. I’m also aiming 
to knock out these sixteen fast enough so I can move on to the next block of troops that 
needs to be painted. 


I’m also a fan of the newer Citadel washes. I went over all of the flesh areas with a 
single coat of Gryphone Sepia wash. I like this over a regular flesh-colored paint be- 
cause it achieves 
the base color I 
want and goes on 
far faster than 
paint, even if the 
paint has been 
thinned — consid- 
erably. Since 
getting this block 
painted quickly 
is one of my 
goals using this 
wash fits my 
needs __ perfectly. 
™ You can see in 
| the picture to the 
left that lve 
added a shield to 


one of the guys in the 
front rank. He’ll be 
the leader of the unit 
and I used a metal 
shield from Reaper in 
place of one of the 
round plastic ones 
that comes with these 


guys. 


Each figure has at 
some kind of belt or 
strap and I took care 
of these as soon as 
the flesh ink was dry. |~ 
There’s a couple of 
other bits that got the 


green, too. The Vallejo Panzer Aces line of paints is awesome for WWIl-era figures 
but it also has a bunch of colors that are perfect for these guys. I used 348 Splinter 
Strips for the green. 
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The Reaper Master is another great line of paints that I’ve been able to make excellent 
use of. A slightly thinned Carnage Red was used for the pants of each member of this 
unit. After I was done with the red it struck me that the red and green gave these guys 
a sort of Christmas look to them. I’m hoping that the dip that’s to come later tones 
down both of these colors. 


Between their fur cloaks, their boots and the wooden shafts of most of their weapons I 
had a lot of areas that could end up brown. To add just a little variety to these guys I 
picked two different browns, both from the Vallejo Panzer aces line. 312 Leather Belt 
was used for their boots, armbands and cloaks. 339 Feldgrau was used for the weapon 
shafts and the shields that had visible areas of wood. These guys are not nearly as 
heavily armored as full-fledged Chaos Warriors, but there are shield, helmets and large 
shoulder pads to take care of. For these metal bits, including their weapons I decided 
to use Vallejo Panzer Aces 325 Russian Tankcrew. I was hoping for a dull, beaten 
metal result but was not quite sure how it would turn out. 


I’ve used a couple of different methods. The first involves 
being out in the backyard, and the heat and humidity, dip- 
ping the figures in the can and then whipping them around 
in sort of a whirlwind motion to get the excess off. The 
second is to brush on the dip and brush off the excess. This 
time I found myself a pretty decent sized plastic bucket at 
Home Depot. Then I took my chances on dipping them in 
my game room. For any of you out there that are married 
you realize that this was taking my life in my hands. If I 
got any of the dip on the walls or carpet my wife would 
probably do all sorts of things to me to teach me a lesson. 
So, I carefully proceeded to lay paper around the around the 
area and then dip the figures into the Polyshades and then 
quickly transfer it into the other bucket where I shook off 
the excess. I’m happy to report that none of the dip got 
anywhere that it was not supposed to be and I was not the 
recipient of a brutal beating. 


I then used a large brush, well large when compared to a 
detail brush, to soak up any of the dip that was pooling. 
The stuff gets a bit sticky as it dries and at the ends of 
weapon tips or shields or other areas it can form these sort 
of drips that can dry that way. This is pretty easy to take 
care of after you dip them but needs to be done. I didn’t 
~ need to do much of this when whipping them around in my 
_ backyard, but this way I got to stay inside. 
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For a bit of variety I picked out three colors to spread between the sixteen 
guys that make up the unit. I have this old, well over ten years old, set of | 
colors that was released by Target Games as part of a Warzone line of | 
paints. They are all, those that I have left, still good and I use them pretty | 
regularly. The have great coverage and I wish I had some more. | think 
the orange that I used was Gehenna Orange, but I cannot be sure because | 
the cap is pretty well painted over with other paint. A Delta Ceramcoat | 
(a cheap craft paint) Yellow and Vallejo Panzer Aces 341 Flesh Base was | 
used on their hair, beards and eyebrows. 


There were a few other bits that needed to be taken care of before they 
were ready to dip. The skulls on the banner pole had their white cleaned F 
up a bit. There were some severed heads and stretched skin on a few of 
the shields, kept as trophies of war, that I gave a grungy green wash that 
will hopefully come out as rotted flesh after the dip. 


For the actual dip I use a mix of two different Minwax Polyshades colors. 
I mix Classic Oak and Tudor for a medium brown color. I suppose that 
Antique Walnut would work just as well, though. For the application 


Each of the figures was 
left to completely dry 
under a couple of ceiling 
fans and an air condition- 
ing vent. Once they were 
dry given two coats of 
Krylon Crystal Clear Flat 
spray and left to dry 
again. The bases were 
painted dark brown and 
were then dipped in static 
grass before the edges of 
each base were painted 
black. A final coat of 
Crystal Clear and they 


=e were done. 


The color scheme was easy to duplicate and I ended up using it for a group of 10 Marauder Horse- 
men that can be seen in the other pictures here. I’ve also included a Reaper Fire Giant as a Chaos 
Giant. Not legal for some of the more strict tournaments, but I think he looks good with the rest of 
the army. Now, just some Chaos Knights to finish up and the first 1500 point block of this army 
will be done. 
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Written and painted by Mark Theurer 


\j © Last issue you read that I’m 
pim\ rN wa aE) wel getting back into Warham- 
t mer Fantasy Battles and 
The ry ry of apache “hie you’ve already seen in this 
issue some of the figures that 
I’m painting for my son’s Warriors of Chaos army. Before he gets back I need 
to get as firm a grasp as possible on the rules so I can get him up to speed and 
before we even attempt to head out to a tournament, much less go to a tourna- 
ment like at Adepticon or GenCon. So, I scheduled a couple of games with a 
good friend of mine, Michael, and we both learned a few 
things. 


Since deciding to get back into WFB after many, many 
years away I’ve gone a bit mad. My son picked Warri- — =" 
ors of Chaos as his army and I told him that it would 
probably only be his first and to not be very surprised if 
his army of choice ended up changing from time to time. 
I settled, or at least thought I did, on Dark Elves, but 
then I started picking up a whole lot more through trades 
and just buying stuff. Right now I have at least 2000 | 
points of Ogre Kingdoms, Dark Elves, Vampire Counts 
and Lizardmen (actually way more than 2000 points in 
Lizardmen), Wood Elves and Brettonians. And that’s 
not counting non-GW figures that can very suitably be | 
dropped into many of those armies. My painting goal is : 
to get 1500 of the Warriors of Chaos 100% complete | ~ 
then move on to doing the same for 1500 points of the | 
Dark Elves. After that it’s a tossup as to which army | 
gets painted next or if I expand on the pigmentation of 
the first two. That may be the way to go since I saw that 
the WFB tournament at GenCon this year was 2150 
points. Anyway, I do recognize that what started off as a 
moderately sized incursion into WFB has turned into a 
full-fledged jump into the deep end of the pool. 


Michael currently runs just an Orcs and Goblins army so 
I knew that’s what he would be using. For our first 
game I was going to take the Ogre Kingdoms for a test 
drive. This was mainly due to the fact that at the time of 


the first game I didn’t have enough of anything else put together to play with. 
We had decided on 1500 point games to start with since that would let us get a 
decent number of units on the field but not have to contend with stuff like lords 
and level 4 wizards. We should also make it very clear from the beginning that 
we’re both likely to make plenty of mistakes over the next few pages. Veteran 
generals may not get a lot of use out of this, except trying to find us at tourna- 
ments for easy marks, but everyone who learns the game does a lot of that 
learning from doing things wrong. We’re just doing here and maybe that saves 
someone else a bit of grief as they learn the game themselves. 
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Chaos Dwarf #2 
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Sjoerd Trouwee 


KLagg Morarief 
sculpted by 
Emtel den Exter 


Wratthaxe 


Haruiclk Neckcleaver 


Chaos Dwarf #4 


We played on a 4’ x 4’ area and this was a mistake. This 
hindered maneuverability and I'll always make sure that 
we always play on a 4’ x 6’ area from now on. 


Before the game actually got going we set up terrain, rolled for spells and then 
deployed our troops. I ended up finishing my deployment before Michael so I 
got a +1 to the roll to see who picked to go first. Michael rolled a natural 6 and 
I rolled a 3, plus 1, for a total of 4 but it was still not enough. 


On the previous page you can see the end of the first turn of our game where 
we’re both rushing towards the center of the board. Yes, my ogres are gener- 
ally unpainted but I’ve gotten them started and considering that there are far 
fewer models that need to get painted it should make getting them done a bit 
easier, and hopefully faster, than other armies. During the first turn, and every 
other turn, Michael had to roll for Animosity for a bunch of his units. If he 
rolls a 1 they stand around and do nothing but bicker and if he rolls a 6 they get 
to surge ahead trying to get at the enemy even more quickly. 


His Squig Herd, which can also be seen in the picture above (right) rolled a 6 
and got a head start but his Night Goblins with the yellow banner rolled a 1 
and just stood around. The Squig Hoppers move a random, 3d6”, amount each 
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turn and tthey got 14” on the first tur so they really came storming down the 
field. Michael was able to salvage part of the Animosity roll because he cast 
Hand of Gork on the guys that were just standing there and his Goblin Shaman 
implored them to move forward 5”. I tried to dispel it but failed and even 
though I had some dispel scrolls I thought it was too early in the game to use 
them. He then launched one of his Doom Divers (upper picture, way in the 
upper left corner) at my Giant and did two wounds to it. Normally, you can 
screen troops with other units but in the case of the Giant, it’s large (go figure) 
and can still be seen even if behind other troops. 


Other than moving forward my guys, the Ogres, didn’t do a lot except my 
Butcher (the equivalent of a Wizard) tried to cast some spells. First, I tried 
Bonecruncher (a magic missile type spell) but failed to cause any wounds. 
Then, my Butcher cast Braingobbler which causes an enemy that’s within 18” 
and line-of-sight to take a Panic test. Michael’s Black Orcs were my target and 
they needed an 8 or less on 2d6 to pass. They rolled a 6 and were merely 
amused by the nasty ogre mage that was snacking on someone’s grey matter. 


In the second turn Michael got lucky and had no ill effects from the Animosity so all of the 
Greenskins kept coming forward. In the picture above you can see two observers up in the 
tower that are watching the battle unfold. Michael did not declare any charges, but the 
Squig Hoppers bounced another 15” forward and ended up in contact with my Iron Guts. 


As you can see to the right I had spread my frontage out, quite far actually, with both the 
Bulls and the Iron Guts. He tried Hand of Gork again, this time on the Night Goblins with 
the red banner. I was unable to dispel it but they only got an extra 2” of movement on top of 
their regular rate. 


In the shooting phase another Doom Diver took to the skies and this time he splatted three 
Gnoblars. This wasn’t enough to cause a Panic test, but even if it had and even if they failed 
and ran away it would not cause further Panic tests in my Ogres since they could care less 
what happens to Gnoblars. His archers, to the far right above, took aim at my Lead Belchers 
which were advancing and let fly with ten shots. He needed 5+ to hit and got three which is 
right about average. The short bows are Strength 3 versus Toughness 4 of the ogres so he 
needed 5+ again to wound. He scored two wounds, above average, and the Lead Belcher’s 
save of 6+ is not modified by the Strength of the hit because it’s just S3. It didn’t matter 
because I failed both of the saving throws and one of them ended up with two arrows stick- 
ing in him. With troops that have just one wound each this would have resulted in two guys 
being removed, but with multi-wound troops you have to group the wounds in an attempt to 
pull single models from the table instead of spreading them among the unit. 


The close combat that ensued when the Squig Hoppers that slammed into the Iron Guts was 


next. These guys had two attacks each and at S5 versus my Toughness of 4 they could put 
quite a hurting on the ogres. Michael only needed 3+ to hit and 3+ to wound and out of 
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twelve at- 
tacks he man- 
aged to deal 
five wounds. 
Enough to 
kill one Iron 
Gut ogre and 
put two 
wounds on 
another. I 
struck back 
and hit just 
once but failed to wound. When it came time for combat resolution Michael 
had a score of 5 against my 3 so I lost the combat by two points. I needed to 
make a Leadership roll at —2, which left me needing a 6 or lower. I rolled a 10 
(dangit!) and ran a puny 5” directly away from the bouncing monsters. As 
they should, they pursued my routing ogres and rolled 12” and proceeded to 
catch and destroy the rest of the unit. 


——— 
See 


e To Wage War” 


On my second turn the Gnoblars declared a charge against the Squig Herders 
while the Giant and Lead Belchers both moved up. I knew that Michael had 
Goblin Fanatics in his Night Goblin units (what self respecting Goblin general 
wouldn’t have them) but I just forgot about it and in a desire to get closer with 
the Lead Belchers and their cannons I just got too close and triggered them. 


The Goblin Fanatics came whirling out and smashed into this unit of ogres. 
They hit a total of seven times and caused 5 wounds which killed two Lead 
Belchers (remember that one already had two wounds so he took a third, an- 
other took three, and a third took a single wound) and forced a Panic test. 
They rolled a mighty 9 and decided to run 10” away, towards their deployment 
zone. The Bulls simply changed their formation and the Butcher stayed where 
he was. Things were deteriorating quickly an it was doing so on my turn. 
Man, I can’t wait to see what the rest of the turn holds in store for me. 


My Butcher tried to cast two spells but the first, even 
though I successfully cast it, was dispelled with a scroll 
and the second was done away with by Michael’s dispel 
dice. 


In the close combat phase my Gnoblars fought the Squig 
Herd and this was just the wrong fight for them to get 
into. The had 7 attacks and managed to hit with 6 but 
caused just one wound. On the other hand, the Squigs 
had a whopping 10 attacks and hit with 8. Seven of 
those caused wounds and an equal number of Gnoblars 
were gobbled up. 
around was 7 for Michael, for causing 7 wounds, and 4 
for me, 1 for the one wound I caused, 1 more because I 
outnumbered his unit and then 2 more for my extra ranks 
at the start of the fight. So, I lost by 3 and proceeded to 
roll an 11. The Gnoblars turned tail and ran off scream- 
ing like little girls and were run down by the Squigs. 


In Michael’s third turn he just kept the pressure on. The 
only bright spot, from my perspective anyway, was that 
his Doom Diver misfired. Other than that he pretty 
much dismantled the rest of my force. It was a crushing 
victory for Michael, but one that I came away from hav- 
ing learned a thing or two. 
from this game. 
strategies that will serve you well, but after being on the 


The combat resolution this time 


Here’s what I took away 
I’m not saying that they are sound 


wrong end of a brutal beating it’s what I came up with. 


Characters, take your full allotment. I took just one Bruiser and one 
Butcher and had one slot let unfilled. A second of either would have 
helped. We'll, at least it would not have hurt. One of the first things I 
wrote down after the game was to make sure and take a Battle Standard 
Bearer from now on. I’m not sure if I’ll actually stick to that advice but 
getting to reroll blown Panic tests if you are within 12” of the BSB would 
have probably served me well in this battle. 


Know your enemy. Like I said, I knew that Michael had Goblin Fanatics 
and I should respect them. I should also have remembered that they were 
there. Ok, so I knew about the fanatics but forgot it during the game. 
What I didn’t know was about how tough Squigs are and that they are im- 
mune to psychology so even if I had won one of those combats they would 
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not have had to make Panic tests. Two things will help fix this. First, ex- 
perience. Not only did I get a better handle on the rules today but I was 
able to see how things work, or don’t, during the game. There’s a saying 
that experience is the best teacher and while I learned a lot today there’s 
still a lot for me to cram into my head. Second is getting and reading the 
other army books. Now, this one is more optional because not everyone 
can afford to go out and spend the money to buy each and every army 
book but unless you play against all of the different armies and can absorb 
the nuances of each of them through osmosis you might want to invest in 
one of them from time to time. Then, when you’re not crafting devious 
strategies of your own, or when you’re going potty, you can crack open the 
army book that goes along with your opponent’s army and start decon- 
structing his strengths and plot against his weaknesses. 
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e Know what you can ignore and then ignore it. I could have, and probably 
should have, left the goblin archers over there on their own and made them 
close towards the center of the table to get into the fight. My Lead Belch- 
ers could have supported another unit and maybe could have done some- 
thing other than get pounded by Goblin Fanatics and run away. 


e A great big, wide frontage is just not good at all. Wow, having ranks of 4 
(or more) Ogres was just bad, really bad. This was the equivalent of an 8- 
wide frontage of men, elves or goblins and A Gnoblar unit that was 10 
wide was equally bad. Not only does this limit maneuverability, which 
was even worse on a battlefield that was 2/3 the size that it should have 
been, but when am I going to need something 10-wide? Ok, there are 
some times when it will be useful, like a gun line or similar formation, but 
10-wide and 3-deep for the Gnoblars? No, just no. They should have been 
7-wide at the most. These wide units also helped to hinder the movement 
of Giant who I was stupidly trying to protect with the Gnoblars. 


Those were the main things that I took away, but I think that my army con- 
struction was pretty fatally flawed from the beginning. I can chock some of 
this up to not having played WFB for many years and also to not having 
played Ogres ever before but I should have done some research online before 
building my army list. I found http://www.warseer.com and_http:// 
folk.ntnu.no/tarjeia/avian/index.php to both be valuable sources of information 
regarding the Ogre Kingdoms. I’m sure there are more sources of information 
out there so definitely do some poking around the internet to get some free 
help from those that have gone before you. 


Ok, so now we’re planning the second game of this article and I’m not 100% 
sure that I’m going to go with the ogres this time. I’m just not sure if they are 
the army for me. Sure, I enjoy beating stuff to a pulp as much as the next gen- 
eral, but I’m just not sold on the Ogre Kingdoms being my cup of tea. Maybe 
it’s too early to give up on them after just one game, but I do have my Dark 
Elves that I’ve been building up alongside my son’s Warriors of Chaos. Since 
I do expect the Dark Elves to be my main army I think that I’ll give the ogres a 
rest and break out the murderous Dark Elves for my second game against Mi- 
chael. I know that he’lI still be using Orcs & Goblins but I expect that he’1l be 
mixing things up a bit. 


I did end up switching to Dark Elves for our second game and my list con- 
sisted of two units of Crossbowmen (10 each), two Bolt Throwers (counts as a 
single Rare choice) a block of 5 Cold One Knights, my General on a Cold One 
(riding with the previous unit) a 20-elf block of Corsairs (containing an Assas- 


sin) and two Sorceresses (each level 2). Michael, as expected, switched up his 
list a bit. The natural feat that Goblins have of all elves helped him go very 
light on the little greenskins and focus more on orcs. He had a giant, a unit of 
goblin archers, a unit of Black Orcs (he took them last time, too), a block of 
Big Uns, Boar Riders and a boar-drawn chariot. He could not, however, get 
rid of the Animosity rules. 


I didn’t take my advice about making sure I took a BSB, but I wanted to make 
sure that I dominated the magic phase as much as possible so that meant, in my 
mind anyway, that I needed to use up two of my three character slots with wiz- 
ards. Each Sorceress was placed with a unit of Crossbowmen since that’s 
where the bulk of my ranged fire would come from anyway. I would have to 
contend with a Stupidity roll each turn from the Cold One Knights (different 
from Michael’s Animosity roll, which is just a d6 roll and on a 1 you’re 
screwed, this is a Leadership test but with a Ld of 9 I still have a 1-in-6 chance 
of them sitting there drooling for the turn) but I was hoping for the best. 


Michael set up the terrain before I got there and offered me my choice of table 
sides. With a nice wide hill on one side it was an easy choice for me to make 
since my crossbowmen could fire from two ranks instead of just one. Above 
you can see my setup which consolidated my ranged fire and spellcasting in 
the center and had my cavalry and infantry on opposite sides. Michael set up 
his army with his archers way over on one side of the table, sort of across from 
the Cold One Knights, and also had a Giant in the vicinity. In the center were 
his two units of orcs and on the other flank he had his Boar Riders and chariot. 


My plan was to completely ignore his bowmen. They were so far away right 
off the bat and had just 18” range with their short bows that I felt that I could 
afford to make them come to me if they wanted to have any part of the fight. 
By ignoring them I was effectively giving up the victory points for that table 
quarter but I was hoping that it would not matter. I would try to position my 
close combat units so the Cold One Knights could maybe get a flank charge off 
at whatever unit the Corsairs ended up in combat with. They were on the other 
side of my deployment zone but with a 14” march I figured I could get them 
where they ended up being needed. You can see that the vast majority of my 
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Dark Elves are completely unpainted. Heck, I was still putting together some 
additional crossbowmen the night before the game. I am, though, going with 
an old-school (for me, anyway) blue color for the flesh on my Dark Elves. The 
flesh on the two sorceresses has been done and can be seen, if you look hard, 
above. I’ll also use purple as a lighter, contrasting color throughout the whole 
army but not sure 
if silver or a dark 
grey will be my 
other main color. 


If Michael has 
taken any Goblin 
Fanatics they can 
only be hidden 
within the ranks of 
the goblin archers 
and since I’ve 
made a conscious 
decision to just 
ignore them for as 
long as_ possible 
hopefully that also |4 
results in me not 
having to deal 
with any of the 
ball-swinging 
loonies either. I 
am worried about 
the Giant, though, |. 
and need to kill 

him before he can 
come and smash 
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Above you can also see a giant chaos hound that’s decided to take up resi- 
dence just outside the field of battle. This was at the end of the second turn. 
During the first turn, Michael went first, his Animosity bit him in the backside 
when his Boar Riders refused to move. This was really good news for me be- 
cause they were directly in front of his chariot and effectively held it up for a 
turn, too. His Giant lumbered forwards towards my right flank and that was 
about it. On my first turn I immediately proceeded to roll an 11 for the Cold 
One Knight’s Stupidity and the cold ones acted more like stubborn donkeys 
rather than big, scaly monsters. Each army has things that make you go 
“Wow, that’s awesome!” and other things that you just wish weren't there, but 


you get to deal with both or just not use the stuff that you don’t like, but then 
you’ll probably suffer somewhere else. Like in Michael’s army from the first 
game. If he doesn’t want to deal with the goblin’s fear of elves he can just not 
take them but then he could not take the fanatics either. Both of my sorcer- 
esses could see a portion of Black Orcs so they both tried to cast Bladewind 
(inflicts 3d6 WS4 / S4 close combat attacks) but Michael used a dispel scroll 
against one of them and his dispel dice took care of the other. 


Next we made a huge mistake, but didn’t realize it until after the game. Since 
it was a good learning experience for us we figured that we’d leave it in the 


" Effects Cityscape 


report. It’s also something pretty basic, but since we glossed right over it oth- 
ers might too. When Michael moved his guys up into the woods and I wanted 
to shoot at them we spent a good 15-20 minutes trying to make sure that we 
did it right and we found everything about him moving at half speed and get- 
ting a cover bonus that results in a —1 to my shooting die rolls, but we didn’t 
see (and we looked, we really did) that shooters can only see 2” deep into 
woods and if you’re deeper in than that you cannot be shot at. Well, this 
changes everything and basically the shooting that I did for most of the game 
was far, far, far more effective than it should have been. I felt, and still do, 
really bad about it but it was not intentional and Michael, as he always is, was 
a good sport about it and we both missed it when trying to find it. So, basi- 
cally I shot the crap out of his Big Uns and made them break. Totally not fair 
and I call cheating on myself. 


Michael started off his second turn with goblin archers bickering amongst 
themselves and the Giant coming closer to my right flank. His Big Uns rallied 
and in the magic phase he tried Hand of Gork (moves a friendly unit closer to 
the enemy) which I burned a scroll to dispel. He tried to cast ‘eadbutt on the 
Corsairs and miscast. The Orcs & Goblins have their own miscast table but 
Michael forgot this and used the regular one. The result was that I could cast 
one of my spells with no casting roll required. It should have been that the 
spellcaster took D3 S4 hits with no saves allowed. Um, Bladewind please. 
This killed two of the Black Orcs. We made one major and one minor mistake 
this turn but in learning a game you’re bound to do things wrong. To us, 
there’s a huge difference in making genuine mistakes and deliberately trying to 
deceive your opponent. These were simply mistakes, but are things that we 
need to take care to not do again. With both of these, woods and the miscast 
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table, we didn’t realize until after the game that we did it wrong. 


My second turn started off with the Cold One Knights shaking off their Stupid- 
ity and they started to move away from the Giant that was coming their way. I 
didn’t want to get tied up fighting it in hand-to-hand and also thought that they 
could be used more effectively against the orcs. In the magic phase I cast 
Power of Darkness to get extra spellcasting dice for each of my sorceresses. 
This is a spell that’s unique to the Dark Elves and, if successfully cast, give a 
wizard d3+1 extra power dice. The catch is that these extra dice can only be 
used by the wizard that cast the spell and any that you don’t use by the end of 
the current magic phase case a S4 hit on the caster. It’s sort of like mana-burn 
in the Magic the Gathering CCG. One sorceress tried to cast Bladewind and 
would have gotten it off if Michael had not used a dispel scroll against it. My 
other one did the same thing and this time he could not stop it and two more 
Black Orcs were killed. Ranged fire killed a few more Black Orcs and we 
moved to Michael’s turn 3. 


This time the Black Orcs were victims of the Animosity rule and they just 
stood there yelling at each other about who’s idea it was to come into the 
woods anyway. By the way, Michael’s Black Orcs are made up of orcs and 
ogres from Foundry’s fantasy line of figures. They are awesome to see on the 
battlefield and add a very unique flavor to his army. On the downside they can 
be very expensive. His Giant came storming in and got close enough to one 
unit of Crossbowmen to cause a Panic test, which they failed. They ran 
through one of the bolt throwers but the war machine’s crew kept their nerve. 
This could have caused a cascading failure of morale for me but with just one 
unit breaking I felt ok for now. 


S 


Michael then miscast, again, and the wizard took a hit and ended the magic 
phase. 


If my unit that fled from the Giant was able to rally I’d really feel ok since I’d 
be able to pour all sorts of fire into him. Yes! They rallied and turned around, 
ready to fire. The Knights wheeled and moved further towards the left side of 
the table and massive amounts of ranged fire stopped the Giant dead, literally, 
in his tracks. He crashed to the ground with a mighty thud. I took remaining 
shots at the Black Orcs and caused them to flee. By this time there were not 
enough of them left to rally so they were now heading back to camp for good. 


In Michael’s fourth turn his Chariot and Boar Riders charged my Corsairs. In 
the magic phase Michael tried to get off some spells but between a scroll and a 
bunch of dispel dice I was able to shut him down. In close combat the impact 
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hits from the Chariot killed two Corsairs right off but then my Assassin threw 
off his disguise and he’s allowed to strike first, even before those that charged 
so by the end of the combat we had 4 dead Boar Riders and 3 dead Corsairs. 
That’s a trade off that I’m ok with especially on a turn that I received the 
charge. I won the combat and the remaining boars and the chariot turned and 
fled. A very nice ability of the Corsairs is that they force routing units to re- 
roll their highest die when rolling for the distance they flee. This allowed me 
to catch and destroy the chariot as it was fleeing. My fourth turn ended the 
game as the Corsairs charged what was left of the Boar Riders and the Big Uns 
were decimated by ranged fire. 


Using the wrong miscast table was not what I’d call a catastrophic mistake but 
we’ll remember to do it right next time. Shooting deeper than 2” into the 
woods, however, was just crippling to Michael. I think that the result of the 
game would have been similar but that’s because of my highly advantageous 
deployment. I would have had less shooting at him over the course of the 
game, but my Cold One Knights didn’t do anything but ride around for the 
whole game and could have engaged anyone that got through the woods that 
threatened my firing lines. Here’s what I took away from this game. 


e Playing style matters when picking an army. I very much liked having 
significant things to do throughout my whole turn. The shooting and 
magic of the Dark Elves can be devastating. Each army has things that it 
excels at and picking the one that’s right for you is key. Now, I’m not 
downplaying the aesthetic value of an army because you do want to like 
the look of your army but if you find yourself playing an army that you 
really like the look of but hat the play-style of then you probably want to 
look at a different army. Spend time online where you can gain some in- 
sight from other players. 


e Learn the rules. Well, this is a “Duh!” kind of thing but it’s very important 
and Michael and I are doing just that. We’re just exposing it for you to see 
and I’d bet that these mistakes are probably part of the learning experience 
for many players. There are a lot of rules in Warhammer and not all of 
them apply every time you play but being sure to research what does apply 
to your army is vital. Pick a section of the main rulebook and read it, and 
just it, when you have nothing else to do. I’m doing a lot of painting right 
now but still try to squeeze in time for this. 


e Panic tests, the game is about panic tests. This might be an oversimplifica- 
tion but I don’t think it’s far off from the truth. However you get your en- 
emy to take, and then break, Panic tests should be the key to victory. How 
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you do it is largely unimportant when looking at it on a macro scale, but 
the “how” becomes vitally important once you’ve picked your army. Of 
course, some units, and potentially whole armies, are immune to psychol- 
ogy so that means you’ll need to destroy them to a man an cannot count on 
making them run away. Whether you whittle them down with shooting or 
magic or just pound them in hand-to-hand this needs to be your focus. I’ve 
started looking at my units, and my opponent’s, in terms of their static 
combat resolution score. How much combat resolution are they worth be- 
fore the fight even starts. How much am I leaving up to the dice, which 
can be fickle, and if you count on anything just count on average rolls at 
best. If you get lucky and smash the daylights out of someone that’s fine 
but don’t expect that to be the norm. Know the odds and play them prop- 
erly. This may seem like sort of an antiseptic way of looking at the game, 
but unless you’re just throwing models into battle to watch them get 
slaughtered and are hoping that you win a combat or two you’ll need to 
consider this. 


“T’m going to pick a fight.” Ah, classic words from the movie Braveheart, 
but it’s something that we all need to consider. How you maneuver and 
pick your fights is important to all armies. Some are more likely to be on 
the receiving end of charges than others and need to be able to compensate 
for this. What kind of dirty tricks can you pull off to get extra movement? 
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What can you do to delay a charge that you’d rather not take but know it’s 
probably unavoidable? How can you delay, or prolong, a fight to get more 
of your units in on the action and turn the tide in your favor? Figure out 
which fights are worth getting into and which you need to stay away from. 
Some, however, are inevitable so you should also think about how to deal 
with these when your opponent brings them to you. 


Play the game! Get your army together, go play and have fun. I’ve only 
played a handful of games lately but I’m always ready for the next one 
right after one ends. 


Mark Theurer and Michael Tisdel 


I’ve decided that it’s 
time for a new Rezolu- 
tion army. My APAC 
have served me well, 
but ’'m looking for a 
change. Not to mention that I sold off a decent portion of my painted APAC 
army to a fellow gamer not too long ago. It comes down to either replacing 
and repainting them or starting from scratch. I’m in the mood for something 
new in this cyberpunk game so a whole new army is what I’m going to build, 
and eventually, get some paint on. 


Since we know that my new army will not be APAC, we’re down to CSO, 
Dravani, Ronin or Vatacina. I’m going to eliminate Vatacina right off the bat. 
Aesthetically, they don’t do it forme. This is very much a personal thing and 
I’m not saying that they aren’t good figures. Clay likes them very much and is 
building a Vatacina army. To each their own. I prefer the Ronin as additions 
to other forces so I won’t be going with them. We’re down to the CSO and 
Dravani. A very shooty army versus a very hand-to-hand army. I’ve been on 
the receiving end of both of these armies and think that I would like to try my 
hand at wicked close combat that the Dravani are capable of. Also, they have a 
nice cyberpunk, sci-fi look to 
most of the models and those 
that don’t are very alien in ap- 
pearance, which also works for 
me. Dravani will be my new 
army for Rezolution and I’m 
going to build it in two blocks. 
First, 250 points to play with | 
an get a feel for the play style | 
of the army and then 500 and 
700 points to play larger games 
and tournaments with. 


The starter sets are a good 
place to start regardless of 
which army you’ll be building. | 
In the Dravani set we get 7) 
figures; 1 Human Form, 1 
Wraith, 1 Executor and 4 Lek- 


ARMY BUILDING 


tra Vassals. This runs $29.99 and takes care of the first 176 points of the army. 
The Human Form is a hand-to-hand monster and you can have up to two for 
each team of Vassals (Lektra Vassals or Damend) in your army. They are 
quite a few points each, 72, but they can really tear stuff up. I really like the 
Executor models and we start off with one in the starter set. I can have up to 
four, that work independently on the battlefield, per unit of Vassals. They do 
not have a very high ranged combat ability with just a 1, but they extend the 
range of other Dravani’s Feed and Presence special abilities. This will boost 
the healing and moral-boosting that some of my other models can do. Also, 
there are very few Dravani figures that have any ranged combat ability at all 
and even though this is a close combat heavy army I know that I’ll need to be 
able to throw some lead downfield as my other guys and gals close in for the 
kill. The Wraith has the same basic ranged combat output as the Executor, but 
her main duties will be taking to the Grid (cyberspace) to pick up any mission- 
specific victory points and hopefully melting the brains of enemy hackers 
while she’s there. The last thing in the starter set is a unit of 4 Lektra Vassals. 
They are a basic staple of the hand-to-hand force that I’m building. While they 
don’t have a huge close combat ability, just 2, their shtick is the potential to 
stun opponents. When rolling for damage any dice that come up a natural 6 
result in stunning their opponent. What good is that? Well, when in close 
combat with a stunned opponent you just pull them 
from the table. No need to roll to hit or damage dice. 
Once they are stunned you just need to come in and 
clean them up. Of course, they get a chance to recover 
but if you have lots of guys standing around, in the 
form of additional Lektra Vassals let’s say, then 
badda-bing, badda-boom, lots of bloody corpses left 
on the ground. At least that’s the plan. 


I have 83 points left in my first block and that’s not 
~~. enough to get even the smallest team of Baggers. Hit- 

™ ting 250 points exactly is going to be a bit tough. I’m 
__ going to take at least one Souless in the army and it’s 
_ ability to walk through walls and not be targeted by 
ranged weapons unless it’s within 4” of the shooter are 
awesome. Additionally, it’s Horrific and other special 
abilities make it quite a value. You get two Souless for 
$8.99 and I do expect the second one to make it into 
the army. The first one sets me back $4.50 and the 
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total army cost is up to $34.49 and 
I’m left with just 44 points to 
spend on the first block. I have a 
couple of ways to spend these last 
points. I can... 


spendy than the other non-Independent models in a Dravani crew. Taking 4 
more Lektra Vassals and another Souless gets me to exactly 500 points and 
costs another $19.49. The second block ends up with a final cost of $34.97 
(actually it’s $4.49 more than that since you have to buy the Souless in packs 
of two) which is right about the same as the first block and the resulting army 
now looks like: 


e go ahead and take the second 


Souless and be 5 points under 500 Point Dravani Crew 


e take two more Lektra Vassals Independent Models 

and be 12 points under Dravani Human Form 
e take a Lektra Vallas and an Executor 

Executr and be 7 points under Wraith 
e take a Volkoda and be 12 Souless #1 

points under Souless #2 

Souless #3 

I could also get a second Wraith Teams 
but I don’t see that as the way to go. I’m going to take the second Souless Lektra Vassals x4 
right now since a second one was going to be in the army anyway and it leaves Lektra Vassals x4 
me with the smallest number of points unspent. This brings the total cost of Baggers x4 


this block of the army up to $39.48 and the final roster is: 
For the last 250 point block I’m going to add the 4th Souless (you’re allowed 


250 Point Dravani Crew up to six in a crew and they all act independently) and another Dravani Human 
Independent Models Form right off the bat. These two cost 111 of my 250 points and cost $5.99 for 
Dravani Human Form the Dravani Human Form and $4.50 for the other half of the Souless pack that 
Executor we picked up above. A Bride of Lilith, at 74 points and $6.99, will make a 
Wraith very good shock troop. She has a great close combat ability of 4 and plenty of 

Souless #1 

Souless #2 


Teams 
Lektra Vassals x4 


The second block is quite easy for 
me to build. I have 255 points to 
spend, with 5 being leftover from 
the first block, and Baggers are 
on my shopping list. They are 
absolutely brutal in close combat 
and also have a stunning weapon 
if they want to go that route. The 
smallest unit of Baggers, four 
models, runs 152 points and 
$19.98 so they are a bit more 
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special abilities, including Shrug-it-Off. This ability allows her to 
ignore individual hits that just cause one point of damage. This is a 
very good ability and one that has frustrated me to no end when 
playing against models that have it. I have just 65 points left and 
while it’s enough to get one more Bagger and have points left over 
for something else I think that I’m going to stick to the makeshift 
theme of this third block, which is shock troops and heavy hitters, 
and grab two Volkoda. 


Along with the Souless these guys are the more alien-looking mod- 
els in my new army. Below you can see them on cavalry bases, but 
I’ll be putting mine on 40mm round bases because I think they look 
better. In addition to the Horrific and Shrug-it-Off special abilities 
they also get to deploy 10” ahead of the regular deployment zone 
after all other models are placed. This puts them almost halfway 
across the board before the game even starts. I’ve had to fight 
against these monsters on many occasions and did not like it one 
bit. Buying two of them costs $19.99 and uses up 64 of my last 65 
points to bring me to a total of 749 points spent and at a cost of 
$106.93 and this includes the quickstart rules (you will want the full 
book though) and pdf files to create some excellent cardstock ter- 
rain. I was able to price-out this army at an online retailer for about 
$15.00 cheaper than buying direct from Aberrant, but either way, 
around $100.00 is not bad for an army that you can play with com- 
petitively at various point levels. It is way, way hand-to-hand com- 
bat focused but if I didn’t want that I should not have picked Dra- 
vani as the army to build. For a very shooty army you want to go 
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with CSO and the APAC, or a straight Ronin force, fill in nicely in between 
the two play styles. I’ve not played with or against the Vatacina yet so I can- 
not comment with much authority at all there but they do look fairly shooty to 
me. The final army build looks like this: 


750 Point Dravani Crew 

Independent Models 
Dravani Human Form #1 
Dravani Human Form #2 
Bride of Lilith 
Executor 
Wraith 
Souless #1 
Souless #2 
Souless #3 
Souless #4 

Teams 
Lektra Vassals x4 
Lektra Vassals x4 
Baggers x4 
Volkoda x2 


Parts of this army will suffer badly under any kind of sustained or heavy 
ranged fire. The models that have Shrug-it-Off (the Volkodas, Bride of Lilith 
and Dravani Human Forms) and Regenerate (Baggers) will have some degree 
of safety, along with decent armor ratings, but they should not really be run- 
ning out in the open where lots of fire can be brought to bear against them. 
The Souless should be running through buildings and other terrain and making 
a nuisance and a threat as quickly as possible. Believe me, seeing guys walk- 
ing into buildings and still being in cover instead of having to go around them 
can mess up an opponent’s battle plans. The Lektra Vassals need to find an 
enemy unit or two and head in there en-masse and hope that some stuns lead to 
quick and easy kills. 


Additions or replacements to this army in the future will likely include a team 
of Shamblers. These are mutants who are, as described in the main rulebook, 
“drooling mounds of decaying flesh, driven insane by pain...” They have the 
Horrific and Shrug-it-Off abilities that I’m quite fond of, but also have an ar- 
mor rating of 2 so they should be pretty survivable. On the down side, they are 
Ponderous so they cannot run. 


When it comes time to paint this crew I’m going to do it in a black and light 
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purple color 
combination 
for all of the 
clothes and try 
to get a pale 
flesh color to 
work for all of 
the skin tones 
other than the 
Volkoda. I’m 
thinking of 
doing them in 
the same red 
colors that you 
saw them in 
on the previ- 
ous page. : 
I am a big fan] 
of Rezolution 7 
and hope that f 
Aberrant is 
able to. split 
their time be- 
tween War- 
lands, their 
new game of 
pos t - fie 
apocalyptic 
vehicular} 
combat, and 
Rezolution. From playing a bunch of Rezolution I’ve found it to be a very sta- 
ble system that does not “break” when playing higher point level games and it 
also lends itself very well to quick and easy addition of new models and spe- 
cial rules. If you’re a fan of the cyberpunk genre at all I’d recommend taking 
a look at the game. I’d say that it’s comparable in scale to games like 
Necromunda and Infinity so you’re not looking at too many miniatures to buy 
and paint. 
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I can think of no better time to take a look at any play 
ash OAD with the 2nd edition of the Warlord rules from Reaper 
4 Miniatures. I just read today that the entire first print 
*4run of the book has sold out so that’s a good thing in 
“my mind. I had the pleasure of playing the first edi- 


y Pugh of Reaper and I liked it quite a bit back then, and 
since, and hope the same to hold true now. 


7) There are over a dozen factions to choose from with 
Warlord and since you can also use the whole line of 
Reaper models there’s an almost unlimited variety of 
fantasy armies that you can play with. Choosing the look and play style that 
you’re going to be comfortable with is probably going to be the hardest choice 
for you to make, but one that you’re sure to find an answer to. 


I’m going to have two Reven forces facing off in today’s battle, but only one 
will be focusing on actual Reven models. The other will be using mostly 
Reaper models, but from the Dark Heaven line. The first force (Reven models) 
will consist of... 


e Gronk Spliteye leading a unit of 6 Bugbear Warriors and Korgug, the Bug- 
bear Bully. Gronk is a Captain and he must take between 4 and 8 Soldier 
models and can also take up to a single Elite model with him into battle. 
This makes for a nice solid unit of bugbears. 

e Narg Bloodtusk (Actually, I’m using the “Gnarr, Gnoll Champion” model 
in his place but it’s also a Reaper miniature.) will be leading a group of 3 
Gnoll Archers (Reaper does have a Gnoll Archer in the form of 
“Blacktongue” but I have a whole Gnoll army leftover from Chainmail and 
am making use of them here.), 2 Bull Orc Berserkers (I’m using Reaper 
“Gnoll Marauders” on the field.) and since Narg can take up to two Elites 
I’ll add “Bloodmane, Gnoll Champion” and Gurm the Ogre. I have a 
painted Gurm model, but I prefer Kagunk instead and think that I did a 
better job painting him so he’II be the one bashing heads today. 

e Lastly I’ll take a Hill Giant, a Unique model so I can only take one in a 
given army unless some special rule allows you to do otherwise. 


This army comes out to 944 points and 17 models. It has no spellcasters but 
does have some ranged combat ability. I’m hoping that the Gnoll Archers will 
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be able to find a good position to fire from with- 


out being molested by their enemies, which will 
be made up of Reaper models that I’ve used to 
build a savage world themed army. I’ll be using 
the Reven army list but we’ll be fighting with... 


Ogg, Goblin Beastrider and 6 Goblin Beas- 
triders. Ogg must take between 2 and 6 Sol- 
diers and does not get to take any Elites. 
Ogg will be represented by the Reaper 
“Carnosaur” and the other beastriders will 
be “Velociraptors”, but not the new ones 
that are part of the Reptus army. I have 
nothing against those but I already had the 
previous ones painted up. One is a Horror- 
Clix raptor, but don’t tell anybody. 

The second block of troops will be lead by 
Kiakara who is normally a spellcasting, fe- 
male Warlord but today I’ll be using the 
“Rax Darkcutter” model since he looks like 
a good savage wizard to me. Taking Lunk, 
a Goblin wizard, Gaaguk, an Elite Bull Orc 
Berserker and 8 Bull Orc Fighters is well 
within Kiakara’s limits. For Lunk [ll be 
using a Chronopia Swamp Goblin figure, 
Gaaguk will be represented by one of 
Reaper’s “Neanderthal Champion” models 
and the soldiers will be made up of various 
Reaper cavemen and cavegirls. 

To round things off this army will also take 
a Hill Giant but it will be represented on the 
table by Reaper’s Kabaka, Ape Lord model. 
I also have a T-Rex model that can be used 
as a nice Hill Giant replacement, but went 
for the big monkey today. 


Army Building 


In Warlord you are building 
“Troops” which are usually 
made up of a unit of multiple 
miniatures but it could also be 
just one big monster or maybe a 
single assassin that skulks 
around the battlefield picking 
off targets of opportu- 
nity. Troops made up of multi- 
ple models are lead by a 
leader. This could be a Ser- 
geant, Captain or War- 
lord. There are some restric- 
tions on how you build your 
Troops, like not being allowed 
to have more solo models than 
leaders and not being allowed to 
have more than one Warlord in 
an army and _ stuff like 
that. Leader models have a rat- 
ing that shows you the mini- 
mum and maximum number of 
Soldier models that he can lead, 
sort of like how many guys he 
can properly supervise, and also 
how many Elite models can be 
in his Troop. Soldiers do not 
have to all be the same 
type. You can have archers 
mixed in with hand-to-hand 
fighters if you want. Elites are 
things like clerics, mages and 
really super-tough fighters that 
might be great at pummeling the 
enemy but are just not leader 
material themselves. Pick your 
guys, pay the points and you’re 
ready to hit the field of battle. 


Normally, we’d be playing on a 4’x4’ board but for today I brought out 
one of War-Zone GTS’s 3’ square folding, pre-flocked foam boards. 


To deploy your armies you build a draw deck using regular playing cards. 
One card of your suit per Troop plus any extras that special abilities give 
you. Our deployment looked like this, above. The Bugbears and Gnolls 
have three cards in the Draw Deck and the Cavemen and Velociraptors 
have four due to Rax’s Tactician Special Ability. 


The first turn started with a Heart (Bugbears and Gnolls) being drawn and 
the troop of Bugbears did a move action and then a run action to get up 
onto the hill in front of the Velociraptors. The move action lets them go 6” 
and the run right afterwards gives them their basic move again plus an ex- 
tra 2” for a total move of 14”, but this is reduced a bit due to them moving 
up elevation levels. 


A Club comes up an in return, some of the Velociraptors charge up the hill 
toward the Bugbears. Since they have the Mounted Special Ability they 
get +4” on their charge instead of the regular +2”. Four get into base-to- 
base contact on the charge and will attack as their second action. Those 
that couldn’t get there on the first action will use their second to close with 
an enemy. Ogg is in melee combat with the Bugbear Bully and he has 
three attacks with a Melee Attack Value of 4, so this is added to each d20 
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Ability but neither survives the killing 
blows. 


Another Club comes up and the Giant 
Ape does a move/run series of actions to 
head 16” up the side of the table. A Heart 
comes up next and is promptly delayed by 
Rax Darkcutter. His Spy ability allows an 
initiative card to be delayed until the next 
one to be drawn is resolved. A Club 
comes up and the Cavemen and Rax go 
next. All of them take move actions and 
then Lunk (the goblin spellcaster) fires a 
Bolt spell at a Bugbear that he can see. 
He’s just barely in range and needs a 13+ 
to hit the Bugbear. A modified 14 ends 
up causing one wound. The Neanderthal 
charges into base-to-base contact with the 
Bugbear that just got hit with the Bolt 
~ spell and the rest of the Troop takes an- 


roll to hit. The bully has a 


Defensive Value of 12 so 
that’s the number that needs 
to be rolled. Ogg has First 
Strike so he gets to make one 
attack that, if he does dam- 
age, will take effect before 
the bully can strike back. 
Unfortunately, he misses. 
The remaining strikes, in- 
cluding the Defensive Strikes 
by the bully, end up causing 
one wound to each combat- 
ant. A lone Velociraptor is facing off against Gronk Spliteye (not exactly a 
wise thing to do) and rolls three misses. Gronk hits back and smashes the heck 
out of the beastie. Normally, once you’re dead you’re dead and the model gets 
pulled. However, models that have the Tough Special Ability get a chance to 
stick around. You roll a d20 and add the level of Tough for the model. If the 
roll is 10+ then the model is still alive on its last Damage Track. This Ve- 
lociraptor is dead, though, with a roll of 6 and +0 for its level of Tough. Two 
of the dinosaurs are attacking a single Bugbear and there ends up being one 
fatality on each side of the equation. Both models have the Tough Special 
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other move action. The de- 
layed action now gets to go. 
It’s the Gnolls and the three 
archers move back a bit, to 
put some space between them 


and the Giant Ape, and then 


each takes a shot. They all 


Fighting 


Everything in Warlord is d10|* 


based and resolving combat is 
not hard at all. You will be roll- 
ing a number of d10 based on 
how many attacks your model 
has and you are trying to equal 
or exceed the Defensive Value 
of your target. Your roll will be 
d1i0 + either your melee or 
ranged attack value and each 
successful hit will cause one 
wound unless you have special 
abilities which modify this. Of 
course, there are modifiers for 
all sorts of situations that will 
affect your die rolls. Once the 


attacker has banged away the 
defender, if we’re in melee com- 
bat, can hit back with Defensive 
Strikes against any models that 


he’s in base-to-base contact 
with. Going into combat against 
a creature with a lot of Defen- 
sive Strikes can be a dangerous 
affair so be ready for wounds to 
get marked off on each side of 
every combat. Magic combat is 
handled in a similar manner, but 
enemy spellcasters can some- 
times hinder you and you’re 
target number is the enemy’s 
Magic Defense instead of their 
regular Defense Value. 


end up missing and until the ape is brought 
down a bit they won’t be very effective against 
it. The other Gnolls are hungry for some red 
meat and they head towards the cavemen. The 
leader charges the front guy and Bloodmane 
splashes through the water to hit the same guy 
from the side. The other two Gnolls make it 
into the woods but not into contact with any 
enemies. 


The 4th Club card comes up and there’s nothing 
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Degrading Models 


No, not busting up your fig- 
ures, but as guys take 
wounds their abilities de- 
grade. While there are 
some models that can take 
just a single wound and then 
being removed from the 
game (goblins, skeletons, 
and other really basic fig- 
ures) there are many with 
multiple wounds and as they 
take damage their profiles 
change and they become 
less effective and easier to 
cause more wounds to. This 
does require a bit of book- 
keeping on each player’s 
part and you’ll need to use a 
die or other counter to mark 
wounds on specific models 
but I’ve found this to be 
more of an enhancement to 
the game than a detriment 
so I like it a lot. Big mon- 
sters get more manageable 
as they get hurt and puny 
guys still die in droves. 


left for them to do. The final Heart comes up and the Hill Giant moves and 
then charges the Giant Ape, ready for a clash of titans. 


The second turn starts with a shuffle of the draw deck and the first card to 
come up is a Club. The Giant Ape takes a Focus action to really size up the 
Hill Giant. This gives him a +1 to hit on the upcoming attacks. A meaty (and 
furry) fist smashes into the Hill Giant and causes two points of damage. The 
Defensive Strikes from the Hill Giant are at —1 due to the Bludgeoning Special 
Ability of the Giant Ape and it ends up missing. 


The next card to come up is a Heart and Rax immediately delays it with the 
hopes of getting another activation before the Gnolls and Bugbears can re- 
spond. The next card to come up is another Heart, which means that the de- 
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layed card will go right after this one. The Gnolls go next and 
the archers move over to get into the fray in the center of the 
board but don’t have shots yet. The Gnolls in the woods 
charge each charge an unengaged Caveman and the fight it on! 


The Gnolls have the Frenzy Special Ability which allows them 
to increase their number of attacks but also take a penalty to 
their chances to hit. The two lone Cavemen that got charged 
from the woods get chomped on, serious like, but they manage 
to cause some damage to the hungry Gnolls. The Leader and 
= Bloodmane make mincemeat out of the Caveman that they 
previously charged and both charge new targets. 


The Bugbears, previously delayed, go it’s now that we notice 
that Gurm is missing from the table. This was an oversight 


“% go by. Anyway, it seemed reasonable to put him just about 


anywhere on the table so he was dropped into the fight with Be 


the Giant Ape. He hits the big monkey and his First Strike 


Special Ability means that the wound takes effect before the & 


Defensive Strikes. Gurm has the Cleave Special Ability which 
means that a second wound is caused on a successful hit if you 
roll 3, or more, higher than you needed. This wasn’t the case 
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so just a single wound is caused and the ape hits back for one wound on his 
Defensive Strikes. Three Bugbears and Gronk charge Velociraptor targets and 
do some serious damage. In the first fight we have two Bugbears smashing a 
lone Velociraptor and end up with dead on both side of the fight and neither 
making successful Tough tests. The next fight is a one-on-one affair and some 
hits are traded. Gronk is fighting a lone Velociraptor and both are spectacu- 
larly successful on their rolls to hit. Gronk puts the dinosaur down and would 
be dead himself had he not made his Tough test, so he’s on his last Damage 
Track but is still in the game. The Bugbear Bully is throwing down with Ogg 
(the Carnosaur model) and causes another wound without being hit back in 
return. 


The Cavemen go next when a Club is drawn and we have one versus a Bug- 
bear that’s still fighting a Velociraptor. That fight is a push, which resembles a 
girly slap-fight. Rax and a cavegirl take on the Gnoll leader and Rax causes 
two wounds and the girl none, however, she is killed by the Gnoll leader on his 
Defensive Strikes. The Neanderthal beats the stuffing out of the female Bug- 
bear that was previously injured and kills her. Lastly, Lunk and two Cavemen 
are fighting it out with Bloodmane. Lunk, being something of a wuss, misses 
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but the Cavemen are able to wound him once before one of them gets killed. 
Bloodmane has the Smite (Soldier) Special Ability and this gives him a +1 
when attacking any models classified as Soldiers. This is very handy since 
you’ll find lots of them in every army. 


A Heart card comes up next and the Hill Giant and Giant Ape dance around 
missing each other as they grunt and spit a lot. Pretty much the same thing 
happens as the remaining Velociraptors fight to a standstill against the Bug- 
bears. 


The Draw Deck is shuffled again at the start of the third turn and a Heart 
comes up. It’s immediately delayed by Rax and the next card comes up a 
Club. The Giant Ape goes and he pounds Grum, doing two wounds and suf- 
fering just one himself. Gurm and the Gnolls go using the delayed Heart card. 
Gurm misses the ape and gets pounded into jelly for his troubles. The three 
archer Gnolls all take Aim actions, getting +1 to their attack, and then fire at 
Lunk who’s still in hand-to-hand combat with Bloodmane. They all hit and the 
goblin spellcaster is pincushioned. Bloodmane has to make a Discipline check 
since friendly models were shooting in his direction but he does so easily. He 
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then destroys the Caveman he’s fighting and charges Rax. As the fight ensues 
the Bugbears clean up the remaining Velociraptors and the Cavemen do some 
damage to the Gnolls. The Neanderthal champion charges and kills the Gnoll 
leader but takes a wound on a Defensive Strike. Rax and Bloodmane trade two 
wounds each , but then Rax casts a spell to cure those two lost wounds. Nor- 
mally, you cannot cast a spell and fight but Rax is a Warcaster which allows 
him to do both as separate actions. The Hill Giant and Giant Ape trade hits 
with the ape being wounded two more times and the Hill Giant just once more. 


The rest of the game saw the Hill Giant getting lucky and taking down the Hill 
Giant and the Bugbears, with later assistance from a wounded and very mad 
Hill Giant, eventually mopping up what was left of the Cavemen and Rax. It 
was a very fun game and I like the second edition of Warlord as much as the 
first. 


For many, many years I was heavily hooked on Chronopia and played the heck 
out of that game. It filled my skirmish-level fantasy fix perfectly and I liked 
the armies that I played (Sons of Kronos, Empire and Dwarves) very much. 
Well, Chronopia cannot be called 100% dead since there are fanatical players 
still playing and Prince August is selling models, but with no official company 
to support the game it’s all in the players’ hands now. Anyway, when the 1st 
edition of Warlord came out I fell for it quickly. 


Being able to use any Reaper Miniatures to construct your army is huge for 
me, and I expect some other players, too. I’ve seen some excellent non- 
Warlord armies for Warlord and all of them made extensive use of Reaper’s 
vast catalog of miniatures. I have a army made up of, as you saw today, Cave- 
men (and women) along with Velociraptors and a Giant Ape, but it’s also 
home to a T-Rex and Island Savages that use the Reven army list and I’ve been 
working on (for what seems like ages) a Kobold army with several Hill Giants 
that also uses the Reven lists. Warlord perfectly fits as a skirmish fantasy 
game and I’m a big fan. 


Written by Mark Theurer 


